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FALCON 3.0 


THE ONLY SIMULATION 
BETTER THAN THIS ONE IS 
STILL CLASSIFIED 


The bogey came out of nowhere. You see him just 
off your tail. The adrenalin hits you like a fist. You call 
your wingman: "Viper One, I've got a bandit on my six. 
This is not good..." 


... Nearly blacked out, you ease forward on the stick. 
The g's drop, and you can see again. There he is! You’re 
on HIS six now. This is going to be sweet. you get tone 
you know he's yours. 



The original Falcon™ F-16 Fighter Simulation was 
acclaimed for its realism. Now, Falcon 3.0™ takes this 
authenticity to the edge. The flight models are real. The 
terrain is real. The radar and weapons systems are real. 
And the threats are real. No phony weapons or magic 
bullets here... just the best civilian F-16 simulation 
available. You don’t just play Falcon 3.0, you strap 
yourself in and get ready for battle. 

You go to afterburner and your Falcon jumps, 
slamming you back in the seat. The MiG 29 has just 
reached missile range... There! He's fired, 
the deadly rocket screams toward you, 
seeing nothing but the heat of your exhaust. 

Without thinking, you drop a series of 
flares hoping to confuse it, and yank back 
on the stick... 50 degrees... 80... over the 
top... your Head Up display shows you're 
pulling 9g’s... 

With Falcon 3.0, you lead your own 
squadron of pilots. Your missions are 
straight from today’s headlines: Panama, 

Iraq, or some other international hot spot. The moun¬ 
tains, valleys, and rivers you fly over conform precisely 
to military maps of the areas. 


Tme to the General Dynamics F-16 Falcon, 
Falcon 3.0 gives you all the exhilaration of flying one 
of the most advanced 
fighters in the world. 

And all the dangers. 

Falcon 3.0, from 
Spectmm HoloByte™. 

If it were any more 
authentic, we’d be 
in trouble. 


You and 


begin the 


behind e 


Available for IBM AT, PS/2 and compatibles 

Spectrum HokjB^e" 


A Division of Sphere, Inc. 

2061 Challenger Drive, Alameda. CA 94501, (415) 522-0107 













Whirling through the searing desert skies, they 
swooped down on Soviet-made tanks. In seconds, 
the Hellfire missiles and 30 mm cannons punched 
through the hapless units like they were cheap 
tin cans. Now you can ride the pride of Desert 
Storm with Gunship 2000, the only multi-helicopter 
combat simulation. You take total command of a 
five-copter troop. You pick the combat arena- 
from 3 in the Persian Gulf, 3 in Central Europe. 

You meet the kind of challenge that could only 
come your way from MicroProse, the acknowledged 
leader in air combat simulation. Gunship 2000. With 
you at the controls, the enemy has nowhere 
to hide. 
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EDITOR’S NOTES 


W W elcome to Game Player's first annual PC Game 
Buyer's Guide. We're delighted to bring you a comprehen¬ 
sive look at all of the PC entertainment titles of 1991. 

You'll notice that our main buyer's guide is broken into 
nine sections by game category—Arcade Action, Education, 
Fantasy Role Play, and so on. A couple of notes about this. 
First, we've included a section on educational titles even 
though we have traditionally regarded software in this 
category as non-game software. Many of the more recent 
educational titles are not only good learning tools, they also 
stand up very well as games. Second, while many games fit 
neatly into one particular category, others contain elements 
from two, three, or even four. For example, a role-playing 
game may have an abundance of arcade-action sequences 
and a heavy strategy component. Which category does it 
belong in? We made our best calls, but the point is this: If 
you're a fan of just one or two game categories here, don't 
automatically skip the others — you may find out about 
games you really like in a section you would otherwise 
ignore. 

In the game descriptions within the buyer's guide, 
we've offered our editorial appraisals of the games we've 
played as well as those for which we've seen pre-release 
versions. You'll find both recommendations and criticisms. 
In cases where certain games were still months away from 
being complete (i.e., due for release close to Christmas), we 
worked closely with the software publishers—who deserve 

(continued on page 6...) 
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EDITOR^S NOTES EDITOR’S NOTES 


a special thanks for their assistance— 
to pin down the story line and fea¬ 
tures of the games. In a few instances, 
games were so early in development 
that we put them in a special "Coming 
Soon" section at the end of each soft¬ 
ware category. At any rate, we've got 
the games of '91 covered for you. 

In our cover story, we feature what 
promises to be one of the hottest titles 
of the year. Strike Commander from 
Origin Systems. Bill Trotter, our se¬ 
nior writer, spent a couple of days in 
Origin's Austin, Texas, offices getting 
the lowdown on this new game and 
seeing first-hand how an epic enter¬ 
tainment title like Strike Commander is 
developed. Bill spent time with the 
designers, writers, sound people, art¬ 
ists, and marketing folks to mold a 
fascinating story you don't want to 
miss. 

One of the most exciting growth 
areas in PC entertainment is in sound 
and music. There's quite an array of 
sound boards to choose from, and even 
more on the horizon. We take a look at 
what's available and what's coming 
in "Shopping for Sound Boards." 
Whether you're considering your first 
sound card or thinking about up¬ 
grading to one of the new generation 
boards, this article is a must- read. 

Those of you with musical ability 
or an interest in composing will want 
to check out "Making Music! The PC- 
MIDI Connection." Only in the past 
couple of years have PC owners had a 
selection of MIDI software and hard¬ 
ware tools. There are now some excel¬ 
lent packages that can give profes¬ 
sional results — and we take a look at 
what they are and what they do. Plus, 
we cover a lot of the basic technology 
and terminology from the world of 
MIDI. 

All in all, we think you'll find this 
issue to be a valuable resource for all 
your entertairunent software purchase 
considerations. 


What’s Best? 

In a few months, we'll be announcing 
the winners of our annual Game 
Player's PC Game Awards. Every au¬ 
tumn, our editors, writers, and colum¬ 
nists look at all of the titles released in 
the previous 12 months and select the 
best PC games by category as well as 
PC Game of the Year. 

We already have a few ideas as to 
which games we're considering for 
nomination, so we'll give you a sneak 
preview. Remember, though, that 
we've yet to see many highly prom¬ 
ising titles. From what we've seen so 
far, here are some games we like... 

Best Arcade Action Game — Con¬ 
tinuum, Cybergenic Ranger, Hoverforce, 
Lemmings, Nova 9, The Rocketeer, Theme 
Park Mystery, and Zeliard. 

Best Educational Game— Eco-Saurus, 
Headline Harry and the Great Paper Race, 
McGee at thePun Fair, Mixed-Up Mother 
Goose, Operation Neptune, and Where in 
America's Past Is Carmen Sandiego? 

Best Fantasy Role-Playing Game — 

Eye of the Beholder, Gateway to the Sav¬ 
age Frontier, Lord of the Rings (The Two 
Towers), Megatraveller 11, Might and 
Magic III, Planet's Edge, Pools of Dark¬ 
ness, and Ultima VII: The Black Gate. 

Best Graphic Adventure — The Ad¬ 
ventures of Willy Beamish, Conquests of 
the Longbow, Elvira II, Indiana Jones and 
the Fate of Atlantis, King's Quest V, 
Leisure Suit Larry 5, Les Manley in: Lost 
in L.A., Martian Memorandum, Monkey 
Island 2, Space Quest IV, Star Trek: The 
25th Anniversary, Timequest, and 
Spellcasting 201. 

Best Puzzle Game— Chip's Challenge, 
Troika, Wordtris, Hoyle Book of Games 
(Vol. 3), and Super Tetris. 

Best Simulation — Chuck Yeager's Air 
Combat, Crisis in the Kremlin, Falcon 


3.0, F-117A Stealth Fighter, Gunship 
2000, Life and Death II, Red Baron, 
Shuttle, SimAnt, SimEarth, and Aces of 
the Pacific. 

Best Sports Game — Earl Weaver 
Baseball II, 4D Boxing, Mario Andretti's 
Racing Challenge, Mike Ditka Ultimate 
Football, Pro Tennis Tour 2, and Tony 
LaRussa's Ultimate Baseball. 

Best PC Strategy Game — Hare Rais¬ 
ing Havoc, Hyperspeed, The Lost Admi¬ 
ral, Midwinter, The Perfect General, Strike 
Commander, and Wing Commander II. 

Best Historical Simulation— Castles, 
Civilization, Conflict: Middle East, and 
Patton Strikes Back. 

PC Game of the Yeat—Chuck Yeager's 
Air Combat, Elvira II, Eye of the Beholder, 
Les Manley in: Lost in L.A., Martian 
Memorandum, SimEarth, Space Quest 
IV, Strike Commander, Timequest, Ultima 
VII, and Wing Commander II. 

Remember, the game titles listed 
above are those we collectively con¬ 
sider to be strong contenders in each 
category — they do not represent our 
final list of nominees. The titles listed 
here represent either games we've 
played or games of which we've man¬ 
aged to get sneak peeks. 

Each year at awards time, it's 
difficult naming the best game for at 
least a few of the categories. That's 
why we supplement the category 
winners with our Excellence Awards. 
The games we place here are titles that 
we strongly recommend and that have 
received a significant number of votes 
in our editorial ballot. 

We look forward to putting our 
final list together — you can find our 
selections in the January/February is¬ 
sue (on newsstands in December). 
Until then, enjoy this special buyer's 
guide issue, and happy gaming! 


Lance Elko 
Editorial Director 





The greatest hero for the Hyborean Age was a fierce 
barbarian born of the harsh northlands, 

CONAN THE CIMMERIAN 


] ou have heard the tales of Conan’s adventures. Only 
I now will you have the opportunity to live the life of 
I this fierce barbarian from the land of Hyborea. 

I Our odyssey begins with murder most foul. When 
Conan’s village is massacred by the ravening hordes of Thoth 
Amon, high priest of the vile cult of Set, Conan vows to avenge 
the death of his family and friends. 

In your search for vengeance, you as Conan, will explore 
Hyborea to seek out its bidden secrets and learn of its powers. 
Visit over 200 locations - taverns and inns, crypts and 
dungeons, temples and tombs, lavish homes and poor hovels - 
to learn the mysteries of Hyborea’s sorceries to help Conan 
overcome its man^ natural and supernatural perils. 

Only with luck, courage and constant struggle will Conan have 
' e chance to force a reckoning with the powerful Thoth Amon. 






























I n Spirit of Excalibur, the Knights of the Round Table 
I fought to defend medieval Britain from the evil 
I sorceress, Morgan Le Fay. Morgan, dabbling in dark 
I arts beyond even her ability to control, had summoned 
a great Lord of Demons, the Shadowmaster. 

With Morgan’s death, the Shadowmaster was freed to work his 
evil will against the unprepared folk of Britain. Striking in the 
night, he imprisoned the Kng with a spell, stole the greatest 
treasures of the realm and kidnapped Nineve, the court 
enchantress. With the loss of the sword Excalibur and the newly 
recovered Holy Grail, Britain begins to sicken and die. The 
Shadowmaster must be stopped! 

Command knights and whatever followers they are able to 
recruit to track the Shadowmaster through hazardous, beautiful 
and mysterious medieval Spain. Explore the hundreds of villages 
and cities, fortresses and castles, dungeons and palaces and all 
the secret places where the Shadowmaster may dwell. 

Seek what aid you can as you acquire and learn the use of the 
sorceries of Moorish Spain, for only with the aid of 
enchantments and the loyalty of strong allies will you stand 
a chance of ridding the world of the demonic Shadowmaster 
once and for all. 

For pricing and orders call 1(800)VRG-IN07. Visa, Mastercard, 
American Express accepted 


































O RE YOU TOUGH ENOUGH TO TAKE ON THE 
21st CENTURY AND SAVE MANKIND FROM 
HIS UNTIMELY DESTRUCTION BY 
A GENETICALLY ENGINEERED 
WAR MACHINE?!? 

Talk about your work-related stress! As a ZODIAC 
special agent, your job is to crack the complex i 
security systems of the Universal Cybernetics * 

Corporation and track down the mutant robot they' 
have designed as the ultimate killing tnachine. 
You’ll arm yourself with a whole arsenal ff . 
weapons - everything from hologram pro^^<^to 
special vision enhancement visors io fhent^" 
infra-red image intensifiers. If all else fh^S f " 
you’ll have to rely on your own psychic p<^w4rhl 
FEATURES INCLUDE: ; 1 H "a 

■ 16-level 3-dimensional environment 
with fast, smooth scrolling * j 

■ Realistic action control of six characters: T'msl^ 
2 female and 2 droid > 

■ 360 degree vision ^ ^ 

■ Environmental sound effects ^ ^ : 

“Tension and unease, with dangdr}l|ttk|hff;V|f(An 
every comer.... This Number One-lpN|>i«aiirf |M| l§[l 
will keep yon on your toes and coimM 
for more.’’ i i %'Ail ll 
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A BUYER’S GUIDE 


istening to music on a 
standard PC is a little 
like hearing Beethoven 
played on a portable 
transistor radio in 1963. 
Any resemblance 
betwreen the real thing and the 
sound you hear is purely the 
result of your own inven¬ 
tiveness. Nor are sound effects 
much better. Games feature 
crowd noises, doors opening, 
jet engines roaring, gunshots, 
and footfalls — but with the 
PC's simple internal speaker, 
all of them come to the ear as 
beeps, plinks, or simple white 
noise. The best thing to do, in 
most cases, is choose the No 
Sound option rather than put 
up with the poor imitations of 
sound effects and music. 

Fortunately, the problem 
with PC sound is being very 
well addressed. But as is all too 
common in the PC world, "no 
choice" quickly has become 
"too many choices." Most PC 
game publishers are packing 
some truly remarkable music 
soundtracks and outstanding 
special sound effects into their 
games, and they're all getting 
better. To help guide you 
through the thickets of sovmd 
board options, this buyer's 
guide wiU help you get the most 
from your new games. 

The least expensive sound 
solution, unquestionably, is 
Access Software's RealSound, 
which requires no hardware 
expense at all. Using only the 
PC'sintemal speakers. Access's 


designers have managed to 
offer sound that sounds like 
sound, and music that sounds 
like music. The folks at Access 
have really learned how to get 
the most out of RealSound in 
their own games. But some 
game players may want to use 
more than the weak internal 
PC speaker. Furthermore, 
comparatively few games other 
than those from Access offer 
RealSound support. 

Beyond RealSound, adding 
sound means adding hardware 
to your computer system. The 
easiest and least expensive 
hardware addition is The 
Sound Source from Disney 
Software. This device is a small 
plastic box that connects to your 
PC's parallel port (if you have a 
printer, you can plug your 
printer cable into the Sound 
Source's adapter port). The 
Sound Source offers both music 
and soimd, including very good 
character voices. At less than 
$35, this is a superb solution, 
but it has one significant 
drawback—so far, only Disney 
Software games support it. 
Disney's growing list of games 
and early learning software 
titles do support The Sound 
Source, and the results are 
absolutely terrific. 

Beyond Disney's external 
add-on, there are basically three 
options that are a bit more 
expensive and that plug into 
slots inside your computer. The 
Ad Lib Music Synthesizer Card 
— commonly referred to as the 


Neil Randall 


Ad Lib card — is both 
inexpensive and extremely 
well-supported. The first PC 
sound card available, the Ad 
Lib is considered the standard, 
and practically allrecentgames 
and games in planning offer 
Ad Lib support. Somewhat 
more expensive. Brown 
Wagh's Sound Blaster card 
offers not only full Ad Lib 
compatibility, but it also takes 
PC sound one step further by 
giving far stronger support for 
sound effects and digitized 
voices. The third of these 
lower-priced boards, the 
Covox Sound Master II, is not 
well supported by game 
designers, but it does offer a 
good starting point for those 
interested in speech synthesis 
and speech interface. Also, it 
comes with its own set of 
speakers. 

Next come the higher 
priced units. The best 
established of these is the 
Roland LAPC-I, which brings 
rich, full, symphonic-quality 
music to the PC. But it lacks 
support for sormd effects, and 
it's not supported by every PC 
game designer. Three new 
entries are attempting to_ 
capture Roland's marke||fi<iP* 
Ad Lib Gold,^J!rfully 
compatible >^tlffhe original 
Ad Lib hd0a, boasts rich 
sound g«lar to the LAPC-I, 
but full digitized sound 
sup]wt as well. Also nearing 
re^se is Media Vision's 
P^^Vudio Spectrum, designed 








for multimedia applications (as 
is the Gold card) but certain to 
find a home in the game design 
world. Already released, 
Brown-Wagh's Sound Blaster 
Pro improves both the music 
and sound reproduction of its 
less expensive sibling. 

What to get is entirely up to 
you. If even one Disney game is 
popular in your house. The 
Sound Source is well worth its 
low price. If you have a wide 
variety of games, check the 
software package notes or the 
setup menus, find which games 
support which boards, and 
remember that the Sound 
Blaster card is Ad Lib 
compatible. If you're a big fan 
of Sierra On-Line games and 
others that support Roland, 
you'll want to consider this 
option even though it's more 
expensive. If you really want 
some state-of-the-art results, 
check into Ad Lib Gold, the 
Sound Blaster Pro, or the 
ProAudio Spectrum. 


Two notes of advice, 
though. First, you can buy these 



Walt Disney Computer 
Software, 500 S. Buena Vista 
Street, Burbank, CA 91521 
$34.95, suggested retail price 

The Sound Source is 
unquestionably the easiest of 
all sound hardware to install. 
A small plastic box resembling 
a little intercom, it coimects to 
your PC via a cable to the 
parallel port, usually occupied 
by a printer. The cable, 
included, lets you plug The 
Soimd Sotuce into the port and 
t hen th e printer into the back of 
"tnlifcllj^Jn other words, it’s 
non-disniPtfc^ 

If you own^^ Disney 
Software title or two^ j^ound 
Source is a superb ao^tion. 
Kidswilllovehearing the v4tes 
of Mickey, Minnie, Goofie,lRd 
Donald coming from tlm 
speaker, and the music is mor^ 


products at substantial 
discounts through mail-order 
discount houses or local 
discount dealers. Check out the 
mail-order firm first (use the 
Better Business Bureau or look 
in magazines that specialize in 
PC mail order), and call in your 
order (credit cards are best). 

Second, if you've lived this 
long without quality music and 
sound, you might consider 
waiting a while longer—say, a 
year or so. Multimedia is just 
on the horizon, and new 
standards in sound are sure to 
be set. And if multimedia takes 
off, sound board options are 
sure to increase, and prices are 
sure to drop. 

THE 

SPECTEH 

OF 

MULTIIViEDIA 

Games aren't the only reason 
to consider adding sound to 
your PC. The much-discussed 
and utterly uncertain world of 


multimedia is almost upon us 
(or, depending on who you ask, 
already here). Designed to 
blend a variety of visual and 
sound components for 
educational, corporate, and 
entertainment uses, 

multimedia relies on CD-ROM 
drives, video animation, digital 
speech and music, and a host of 
other devices and techniques. 
Industry giant Microsoft has, 
in concert with other industry 
leaders, developed standards 
that will finally give 
multimedia a chance to 
develop. 

The Ad Lib Gold, Media 
Vision Pro Audio Spectrum, 
and Sound Blaster Pro boards 
are all designed with 
multimedia, rather than games, 
in mind. That's why all include 
sampling hardware and 
improved music reproduction. 
But you should keep in mind 
that the true future of 
multimedia sound lies in a 
combination of digitization, 
sampling, and MIDI sound. 


FAST FACTS 


than sufficient for its purpose. 
But imtil the Sound Source finds 
its way into the homes of far 
more gamers, it's unlikely to be 
supported by many software 
publishers beyond EMsney. Still, 
it works well, it's inexpensive, 
and it's a good choice for those 
with even a title or two from 



Ad Lib, 220 Grande-Allee 
East, Suite 850, Quebec, QC, 
Canada GIR 2J1 
$99.95, suggested retail price 

The price of the Ad Lib card 
was recently slashed by 20 
percent,' and mail-order 
discounts make it even more 
attractive. What this means to 
computer gamers is that real 
music and sound effects are 
now readily available. Less than 


I 

■ 


a hundred bucks, and your 
games will benefit im¬ 
mediately. 

If you're just looking to try 
PC sound, this card is the clear 
choice. Not only is it relatively 
inexpensive, it is also supported 
by virtually all new games and 
many older ones. It's becoming 
difficult, in fact, to find a game 
that does not offer Ad Lib 
support. 

Sound quality is roughly 
similar to that of a $100 
keyboard found at, say. Radio 
Shack. That is, music is 
recognizably music, but you 
shouldn't expect to hear rich 
bass tones and the full tonal 
quality of the concert hall. 
Sound effects offer blasts, 
thunks, and rings, and they too 
are good if not great. The Ad 
Lib board does not contain a 
DAC sampling chip, however, 
so its sound effects are limited. 




Brown-Wagh Publishing, 130- 
D Knowles Drive, Los Gatos, 
CA 95030 


$239.95, suggested retail price 

The Sound Blaster has 
changed since its first 
introduction. Gone is the 12- 
voice stereo that came with the 
original card. Instead, the 
Sound Blaster is now essentially 
an Ad Lib board with a DAC 
sound chip attached. In other 
words, it offers Ad Lib 
compatibility and a capability 
for digitized speech and sound 
effects. 

The DAC chip is quickly 
making Sound Blaster the 
standard for sound and voice 
effects. But its music is of 
slightly lower tonal quality than 
the Ad Lib board it emulates. If 
you play games that make 
strong use of digitized voices 
and sound samples — racing 
games and air-combat games 
come to mind here—the Sound 
Blaster is probably the card for 


Covox, 675 Conger Street, 
Eugene, OR 97402 
$229.95, suggested retail price 

The third of the lower- 
priced add-on boards, the 
Covox Sound Master II offers 
some unique features. First, it 
comes with its own speakers, 
allowing you to avoid using a 
headphone or running the 
sound through your stereo (not 
everyone's computer is near the 
stereo). Second, the Covox 
board offers two ports for the 
non-IBM style of joystick, those 
used with the Commodore 64 
or Amiga computers. Basically, 
the board forces the computer 
to recognize joystick movement 
as key presses on the arrov 
keys. 

Curiously, the Souni 
Master II has never receive 
the software support of the A 
Lib, Sound Blaster, and LAPC 
I boards. The music i: 
comparable to Ad Lib's, and 
some of the sound effects are as 
good if not better. Part of the 
problem might be that the 
Covox board is harder than the 



others to get working in the 
first place; even with recent 
games that claim to support it. 
I've had difficulty getting the 
board to work without freezing 
the computer. 

If you're interested in 
speech synthesis and spoken- 
word interfaces, however, the 
Sound Master II may well be 
your ticket. The company's 
products include the Voice 
Master Key and the Speech 
Thing, both of which are 
designed to connect human 
speech to computer 
applications. For games, 
though, the Sound Master II 
isn't widely enough supported 
for first-time consideration. 



Roland Corporation, 7200 
Dominion Circle, Los 
Angeles, CA 90040 
$595.00, suggested retail price 

Roland's LAPC-I Sound 
Card was introduced as a less 
costly means for PC owners to 
acquire MIDI quality music. 
When the company introduced 
its MT-32 module, the price and 
even its black box stand-alone 
look intimidated many users. 
By contrast, the LAPC-I is an 
unseen internal expansion card, 
and without the MT-32's built- 
in MIDI interface, it's 
considerably cheaper. 

There is simply no 
comparison between the rich 
music offered by the LAPC-I 
and that heard on the other 
cards covered here. The 
problem is that it lacks the 
Sound Blaster's DAC chip, 
which means a lack of digitized 
speech and sound effects. As of 
right now, in fact, the ultimate 
sound setup is to have both 
Sound Blaster and LAPC-I, the 
first for speech and sound 
effects, the second for music. 
New games from Sierra and 
other manufacturers will begin 
to offer such a combination. 



Ad Lib, 220 Grande-Allee 
East, Suite 850, Quebec, QC, 
Canada GIR 2J1 


PC-1000 (basic model): 
$299.95, suggested retail price 


AT-2000 

(adds SCSI interface): $399.95, 
suggested retail price 

MC-2000 (for PCs with IBM's 
Micro Channel): 

$499.95, suggested retail price 



Media Vision, 47221 Fremont 
Blvd., Fremont, CA 94538 
$389.00, suggested retail price 



Brown-Wagh Publishing, 
130-D Knowles Drive, Los 
Gatos, CA 95030 
$239.95, suggested retail price 

These three sound boards 
are all aimed at the same 
market: multimedia appli¬ 
cations. As of this writing, only 
one—the Sound Blaster Pro— 
had actually been released. But 
demonstrations of all three have 
proven that the music and 
sound effects are richer than 
those found on the Ad Lib and 
Sound Blaster boards. Of 
course, the new boards are also 
far more expensive. 

Backward compatibility is 
an issue, at least until the less 
expensive boards are sup¬ 
planted as standards. Ad Lib 
claims that the Gold Card is 
fully compatible with its 
younger sibling, but the Sound 
Blaster Pro has hampered its 
compatibility with the Sound 
Blaster by incorporating a 12- 
bit rather than 8-bit DAC chip. 
The Media Vision ProAudio 
Spectrum is, in essence, a Sound 
Blaster card with a SCSI port 
for a CD-ROM device, and its 
only compatibility is with 
Media Vision's less expensive 
Thunder Board, was due for 
release time. 


C^P 



Like some sleek, metallic bird of prey, it slices through the thin 
air of the desert night. Below, the enemy’s radar frantically 
scans, searching for a sign. But the only warning is the 
deafening roar of ordnance demolishing its target. Before 
fighters can scramble, this airborne apparition vanishes, like a 
ghostly dream. 

It's the Persian Gulf, January, 1991. And the F-117A has just 
come calling. 

Now you can fly the Stealth Fighter that ruled the desert skies, 
thanks to MicroProse, the acknowledged leader in air combat 
simulation. Slide silently through the Kuwaiti Theatre, or any of 
8 other worlds. Test yourself against challenging enemy artificial 
intelligence. Tangle with battle-hardened pilots, using the 
exclusive MicroProse option that allows you dogfighting action. 
Feel your adrenalin surge as you penetrate dense threat 
environments, destroying high value targets with pinpoint 
accuracy. 

F-117A Nighthawk Stealth Fighter 2.0. Find out how it feels 
to own the night. 



180 Lakefront Drive • Hunt Valley, MD 21030 


For IBM.PC/Tandy'compatibles. For the latest information on release dates and availabilities, call MicroProse Customer Service at 301-771-1151,9 am to 5 pm EST, weekdays. ■ 1991 
MicroProse Software. Inc. 





Behind the Beenes at Origin 


WILLIAM R. TROTTER 



here was a time — and not so 
long ago — when a computer 
game was the result of two or 
three passionate hackers 
brainstorming a concept on 
their Apple IIs, xeroxing the 
documentation, sticking the 
floppies in a plastic bag, and 
hand-carrying the games into 
whatever software outlets 
happened to be within driving 
range. 

Next came the great ex¬ 
plosion of game companies 
during the mid-1980s — still, 
basically, programs generated 
by a small groups of hardcore 
hackers, but packaged, distrib¬ 
uted, and advertised in a more 
formal manner than in the good 
or days of polybags and stick- 
on labels. 

As the decade ended, and 
MS-DOS emerged as the domi¬ 
nate gaming format, there oc¬ 
curred two events which 
changed forever the traditional 
process of game-manufacture: 
quantum leaps in graphic and 
conceptual sophistication 
(sometimes beyond the means 
or vision of companies who sHll 
thought in terms of Apple IIs 
and Commodore 64s), and the 
Great Winnowing of compa¬ 
nies that lacked the resources 
to compete in a marketplace 
changing with breathtaking 
rapidity. 

It's still too early to know 
for sure whether computer 
games really are becoming 


"The New Hollywood," but 
not too early to predict that 
some as-yet undefined form of 
interactive electronic home 
entertainment surely will. 

One game company in 
particular has striven mightily 
to position itself on the edge of 
that great, if somewhat dicey, 
leap into the future. When Ori¬ 
gin Systems released Wing 
Commander in late 1990, it es¬ 
tablished a new industry stan¬ 
dard for "interactive cinema" 
gaming. By blending state-of- 
the-art 3-D animation, lush 
VGA graphics, and a fully or¬ 
chestrated soundtrack that 
modulated to fit the explosive 
action on the screen, and using 
these elements to present the 
sexiest, most exciting outer- 
space dogfights anybody had 
seen since Star Wars, Origin 
blew the minds of thousands 
of game players by showing 
them what high-end home 
computers could really do. 

Now, as the Christmas 
buying season approaches. 
Origin is gearing up to release 
its most ambitious interactive 
movie yet. Strike Commander 
will push the technological and 
conceptual envelope right up 
to — and maybe even a little 
beyond — the limits of home 
computers. 

Game Players recently paid 
a visit to Origin's headquar¬ 
ters to take, as it were, a peek 
inside the workshop — to ac¬ 


tually see what goes into the 
making of a mega-game that's 
as far beyond those old 
polybagged programs as an F- 
16 is from a Sopwith-Camel. 

DIM A WIIME [IIJ 
AIMD A PRAYER 

Perched high on a chalk-white 
limestone bluff in the hill 
country outside Austin, Texas, 
the headquarters of Origin 
Systems resembles, inside, a 
cross between a beehive, a 
battlefield headquarters dur¬ 
ing the middle of an attack, 
and a high-tech version of 
Santa's toyshop. 

Wing Commander II is only 
hours away from being 
"signed-off" and turned over 
to the duplicators. The staff 
has been working 80-hour 
weeks to squash the last re¬ 
maining bugs, and a palpable 
feeling of haggard intensity 
buzzes in the air. Sleeping bags 
and rumpled foutons are vis¬ 
ible on sofas and in the comers 
of several offices. Program¬ 
mers navigate the rabbit-war¬ 
ren corridors with shadowy 
pouches under their eyes and 
the live-wire gestures of people 
who are miming on the fumes 
from their adrenalin tanks. 

When the tension of an 
impending deadline crunch 
gets overwhelming, the staff 
sometimes unwinds by stag¬ 
ing Laser Tag battles in the 
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Dramatis Personae: personality clashes, betrayals, and love all play a part in the Strike Commai\der drama. 
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halls, stairwells, and land¬ 
scaped atrium of their office 
building (a practice restricted 
to late-night hours since the 
cleaning staff came in during 
the middle of one skirmish and 
fled terror-stricken into the 
night, convinced that the 
building had been taken over 


by deranged terrorists). 

Wing Commander I went 
gold a few weeks ago, with 
domestic sales topping 120,000 
units and foreign sales begin¬ 
ning to pick up steam. And 
Wing II is enjoying the biggest 
"roll-out" buzz in Origin's 
history — back-orders are al¬ 
ready on file for more than 
50,000 copies. 

"We want this product to 
be as close to flawless as pos¬ 
sible", says Dallas Snell, vice 
president and executive pro¬ 
ducer. "We don't want any 
bad vibrations or customer- 
service nightmares, so we've 
made the quality control pro¬ 
cedures on Wing II tight, tight, 
tight." 

How does Origin deal 
with complaints from the 
many game players who still 
own older, slower, less pow¬ 
erful PCs than the ones needed 
to realize the full potential of 
its new products? 

"We've reached the point 
where we're doing products 
that are right at the limits of 
what can be put on floppies — 
that are actually very difficult 
to put on floppies — but the 
marketplace for CD's is sim¬ 
ply not there yet. Wing Com¬ 
mander II, for example, was 
planned for four floppy disks, 
the first version came in on 
twelve, and now we've cut it 
down to eight. Plus another 
three if you want the synthe¬ 
sized voices.... 

"We're well aware of the 
fact that we've gradually sliced 


off segments of our installed 
base. We'll never do another 
game that can be played di¬ 
rectly from floppies. And Wing 
II is the last game we'll release 
that supports EGA graphics. 
Strike Commander will require 
two megs of RAM, a hard disk, 
VGA, and a soundboard. And, 


yes, that's a lot of technology, 
but when you put it all to¬ 
gether with a game of this 
power and sophistication, 
you'll have an experience un¬ 
paralleled in the PC market. 

"For every customer 
we've lost because the games 
can't be played on his older 
hardware, we've gained an¬ 
other customer who has up¬ 
graded to high-end stuff and 
goes nuts when he installs one 
of these games and sees what 
kind of experience that tech¬ 
nology can provide. Look at it 
this way: if you've just bought 
a new stereo system, you're 
not going to show it off to your 
friends by playing a 78 record 
on it — you're going to go out 
and buy some Telarc CDs. 

"We create a game like 
Strike Commander because we 
can. Because it's no fun any¬ 
more to design a game for a 
286! Because we love being able 
to push the technology as hard 
as we can — that sense of be¬ 
ing on a quest is one of the 
things that keeps the energy 
level so high aroimd here. Sure, 
we could still do games for 
286's, but nobody would want 
to put in 30 hours of volunteer 
overtime each week working 
on one!" 

THE MAIV l/V THE 
DIRECTOR'S CHAIR 

Chris Roberts makes no bones 
about it. He wants to create 
computer games that are as 
much like movies as possible. 


but with one crucial difference: 
they will be movies that star 
the game player, truly interac¬ 
tive programs whose action 
sequences — no matter how 
blistering they may be in and 
of themselves — are always 
embedded in a role-playing 
context the player can step into. 

"Character determines 
how people act, and action 
reveals and refines character," 
says Roberts. "I want charac¬ 
ters who evolve, who have 
rough edges and some degree 
of complexity to their person¬ 
alities. It's damned hard to do 
in this medium because the 
existing technology is pretty 
obdurate when it comes to re¬ 
vealing subtle character traits. 
We can only approximate the 
glances, gestures, body lan¬ 
guage and vocal inflections 
that actors use to convey char¬ 
acter in real movies, but that's 
one of the challenges we've set 
for ourselves — to see how 
much we can do along those 
lines, rather than let ourselves 
be constrained by the so-called 
limits." 

Roberts says that he 
learned a lot from the Wing 
Commander series about how 
to strengthen the interpersonal 
context of a game's characters. 
Looking back on Wing Com¬ 
mander II, he expresses dissat¬ 
isfaction with the pacing and 
style of some of the midgame 
narrative and dialogue scenes. 
These elements, he vows, will 
be leaner and stronger in Strike 
Commander, with more use of 
visual and compositional ele¬ 
ments to define character, and 
more concentrated punch in 
the dialogue. 

"Right off the bat, in the 
opening scenes, we try to es¬ 
tablish both character and 
theme with some short, pow¬ 
erful strokes. We cut right to 
the heart of the game: how does 
your character reconcile his 
career as a mercenary with a 
personal moral code that re¬ 
coils from regarding himself 
as a killer?" 

Roberts began brain¬ 
storming on Strike Commander 
right after finishing the original 
Wing Commander program. The 
new game is not a sequel, 
however, and it was originally 
envisioned as something quite 
different from what it's be¬ 
come. It was first conceived as 


youVe Just bought 
a new stereo system, 
you’re not going to 
show it off to your 
friends by piaying a 78 
record on It....** 


16 








a car-combat game, in fact, but 
Roberts finally concluded that 
the idea simply did not make 
the best use of all that Wing 
Commander technology. 

"I mean, we drive cars every 
day, right? To bring a car into 
combat, you have to make ma¬ 
neuvers that 
aren't all that 
different from 
the ones you 
make in rush- 
hour traffic. 

Applying all 
that hot tech¬ 
nology to cars 
after months 
of flying 
spacecraft just 
suddenly 
seemed too 
mundane. But 
jet fighters — 
that was more 
like it!" 

While the 
game concept 
was gradually 
jelling, Rob¬ 
erts forged 
ahead with an intensive re- 
search-and-development pro¬ 
gram designed to find out, once 
and for all, just how far 3-D 
graphics and animation could 
be pushed on the newest gen- 
erahonof home computers. For 
two months, Roberts and a 
team of four programmers 
made an exhaustive study of 
the most advanced shading 
and texturing procedures — 
technology that had, xmtil then, 
been used exclusively for high- 
end commercial applications, 
never for games. 

At the end of that two- 
month study. Origin had a 
program that made those ad¬ 
vanced graphic techniques 
work on home computers. 
Origin began creating a vast 
library of stored images — 
landscapes, buildings, clouds, 
sunsets, anything that might 


be used as a building-block for 
future games, whatever their 
genre. 

Gradually, Roberts had 
become fixated on the concept 
of mercenaries 
and the peculiar 
morality, or lack of 


Tke level of detail in sets, landscapes, and aircraft is spectacular, and the 
composition of many shots is equal in dramatic impact to the best movies. 




















it, that motivates them. And 
the car-combat theme had 
gradually turned into a game 
based on futuristic hovercraft, 
which in turn gradually meta¬ 
morphosed into Strike 
Commander's F-16s and Har¬ 
rier jump-jets. 

Newly-hired scriptwriter 
Gilbert Pena was engaged to 
write a synopsis; Roberts gave 
him the general guidelines and 
turned him loose. Pena came 
back two weeks later not with 
an outline, but with a com¬ 
plete and very exciting script. 

By March, 1991, the 
project was imder full sail, with 
new ideas bubbling like lava 
as the energies, imaginations, 
and egos of the production 
team began feeding off of each 
other and raising the creative 
temperature. As finally con¬ 
figured, the Strike Commander 
project was organized along 
the lines of a Hollywood film 
production: one director/pro¬ 
ducer; three composers and 
sound-effect technicians; one 
script writer; seven program¬ 
mers; six artists; one project 
coordinator, and three techni¬ 
cal design assistants who 
function as the equivalents of 
gaffers and roadies, doing re¬ 
search, rotoscoping, data en¬ 
try, and advanced play testing. 

WORDS AIMD MUSIC 

One of the first things most 
people do when they get into a 
new computer game is toggle 
off the music. Usually tacked 
on almost as an afterthought, 
the sound in most PC games of 
just a few years ago were 
simple-minded bleep-bloop 
loops that quickly became ob¬ 
noxious. In the past couple of 
years, however, yoimg com¬ 
posers have started taking the 
new medium more seriously, 
taking advantage of the vast 
array of timbres and colors 
available from today's synthe¬ 
sizers. 

Nobody's gone quite as 
far as Origin in this regard, 
however. For the Wing Com¬ 
mander games, Chris Roberts 
worked with his composers the 
way Eisenstein worked with 
Prokofiev, back in the 1940s, 
creating a music track that 
matched, bar-to-frame-count, 
the action on the screen, rein¬ 
forcing its moods and expand¬ 


ing the total sensory experi¬ 
ence for the game player. 

Composer Dana Glover is 
hard at work fashioning the 
soundtrack for Strike Com¬ 
mander. Glover's credits are 
impressive: he's contributed 
music to a number of Holly¬ 
wood films, including RoboCop 


the challenge. Unlike some 
writers who feel threatened 
by electronic story-telling, he 
sees it as a brand new, wide- 
open genre that needs good 
writers and allows them to 
work in a dynamic, exciting 
environment. 

With pride — after solic¬ 


Fcir the Wing 
games, Chris Roherts 
worked with hifi cfwo|ioS’ 
ers the way Etsenstein 
worked with Proki^nev. 


2 and Clive Barker's Night 
Breed. 

Like the camera angles and 
lighting effects for the visuals, 
the soimdtrack cues are worked 
out in precise detail quite early 
in the project. The cue sheets 
for Strike Commander contain 
such specifications as: "bomb¬ 
ing nm music," "ejection mu¬ 
sic," "conversation music," and 
"dogfight-going-badly-mu- 
sic." 

"Would you like to hear 
the main title music for Strike 
Commander?" Glover asks, 
loading a file from his Cakewalk 
4.0 music program into the 
MIDI keyboard. What emerges 
seconds later from the speak¬ 
ers is perhaps the most stir¬ 
ring, red-blooded theme mu¬ 
sic anyone's ever written for a 
computer game. It is worthy of 
Rosza or Komgold, and would 
do credit to any Holl)rwood 
film. 

The scriptwriter used to 
be almost as much of an invis¬ 
ible presence in computer 
gaming as the composer. Strike 
Commander's author, Gilbert 
Pena (who writes under the 
nom-de-game of G.P. Austin), 
feels very visible indeed. After 
all, the game's role-playing el¬ 
ement will be carried by the 
dialogue he's written for its 
characters, and the exigencies 
of the medium leave no room 
for lengthy exposition, stylistic 
ambiguities, or fancy metaphor 
mongering. 

Pena, a playwright with 
several staged productions to 
his credit and formal training 
as a screenplay writer, loved 


iting a solemn promise from 
Game Players not to give away 
any of the plot — he displays 
the script pages for some of 
Strike Commander's crucial 
scenes. The dialogue fairly 
sizzles on the page: crisp, 
punchy, make-every-word- 
count dialogue that seems 
perfectly complimentary to 
Chris Roberts' cinematic vi¬ 
sual style. 

f/V THE ROOM WHERE 
MAGIC DWELLS 

No matter how good the other 
elements of a computer game 
are, of course, it's the graphics 
that make or break it. And in 
the art department at Origin, 
one comes perilously near to 
visual overload just by enter¬ 
ing the room. 

On one screen, an artist is 
putting the finishing pixels on 
one of the fantasy creatures 
from Ultima VII. On another 
screen, another artist is work¬ 
ing on the faces of the charac¬ 
ters in Strike Commander, and 
in the opposite corner, yet an¬ 
other graphic wizard is nm- 
ning through files of back¬ 
ground and scenery elements: 
trees, clouds, mountains, 
tanks, hangars, skyscrapers. 

Objects in Strike Com¬ 
mander are bitmapped in 3-D, 
then "shot" by the computer 
from every relevant angle. 
During game play, the pro¬ 
gram calls up the proper 
"shot," depending on the 
changing variables of the 
player's point-of-view. 

Terrain however is ren- 
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dered in the traditional po¬ 
lygonal format used with all 
modem flight simulators. It is 
fractally generated, to repro¬ 
duce the element of chaos 
found in real landscapes, and 
then subjected to a process 
known as gouraud-shading, 
which softens and grains the 
edges of the basic triangles 
until their geometric sameness 
is no longer visible to the 
player's eye. 

Important locales for 
Strike Commander were 
bitmapped in loving detail, 
then captured as three-dimen¬ 
sional objects. When needed 
in the context of the game, these 
rooms, airfields, and offices can 
be rotated, scaled, angled, and 
light-sourced in a virtually in¬ 
finite number of ways, permit¬ 
ting the director to do any¬ 
thing with them a Hollywood 
director could do with a tan¬ 
gible, physical "set".. .and even 
more. 

IT'S SHOWTIME 

Fussing and pleading with his 
computer, Chris Roberts fi¬ 
nally tracks down some fin¬ 
ished sequences from Strike 
Commander and runs them. 
Several members of the design 
team are crowded into Rob¬ 
erts' small office, its shelves 
crammed with games (board 
as well as computer), reference 
books, and scale-model sol¬ 
diers, many of them hand- 
painted in exquisite detail by 
the director himself. 

Seeing the staggering ar¬ 
ray of bits and pieces that will 
comprise the finished Strike 
Commander is impressive 
enough; viewing a sustained 
flight scene from the finished 
product is something else 
again. 

To "fly" over one of the 
game's wilderness landscapes 
is to experience an uncanny 
sensation of realism and three- 
dimensionality. Beneath your 
plane rise the sweeping crags 
of an alpine range, granite 
spines dusted with finely- 
shaded snowdrifts; ahead, and 
off to the port side, titanic val¬ 
leys sweep away, their con¬ 
tours finally lost in a haze of 
distance so convincing that it 
inspires a momentary lurch of 
vertigo. 

A dogfight scene: your 



handshakes, then it's back out 
into the scorching Texas heat 
for a mad run to the airport — 
with Chris Robert's final 
words reverberating in the 
simmering air behind us: 

"Come back in a month and 
we'll show you some things 
that'll blow you away!" 

<SP 


missile flies up the tailpipe of a 
MIG, igniting a ball of fire that 
seethes and roils like real 
flame...a shaded plume of 
smoke gushes from the 
wounded plane and as it noses 
over for its final descent, the 
canopy bangs away, followed 
by the ejecting pilot. It's movie¬ 
like to a degree that is unprec¬ 
edented in a computer simula¬ 
tion, even better than Wing 
Commander, 
just as adver¬ 
tised. 

And fi¬ 
nally, the 
opening se¬ 
quence, this 
time with 
voice-over 
dialogue, full 
sound effects, 
and Dana 
Glover's excit¬ 
ing theme mu¬ 
sic pounding- 
away beneath 
the visuals. It 
all works, magnificently. It 
takes less than two minutes 
to establish the tone and 
feel of the game, the basic 
personalities of the lead 
characters, and the philo¬ 
sophical sub-text that gives 
this hard-breathing action 
game its moral resonance. 

As the demonstration 
concludes, ragged cheers 
can be heard through the 
hallways outside. It's offi¬ 
cial: after a final all-night 
stand by some of the pro¬ 
grammers, Wing Com¬ 
mander 11 has officially been 
"signed-off" and is ready 
for the market. 

A quick round of 



Some of the creative team (Chris Roberts is center, top row) responsible for the 
game; also, two views inside the art department, where the magic becomes visible. 











The IVIodem Art 
of Computer Game Design 

TOM R. HALFHILL 




T here's an inside joke in the 
manual for Patton Strikes 
Back, a new computer war 
game from Broderbund. Game 
designer Chris Crawford 
credits all the people who 
helped him on the project, then 
adds the following comment: 
"Lone Wolf —ha!" 

It's Crawford's way of af¬ 
firming that an era has ended 
in computer game design. For 
a decade, Crawford has en¬ 
joyed recognition as a highly 
individualistic game devel¬ 
oper, the author of such games 
as Balance of Power, Balance of 
the Planet, and Eastern Front. In 
the early 1980s he wrote an 


outspoken book entitled The 
Art of Computer Game Design. 
He's always a popular speaker 
at industry seminars and sym¬ 
posiums. Working indepen¬ 
dently, rarely associated with 
a single software company for 
very long, Crawford was con¬ 
sidered the last of the "lone 
wolf" game designers. 

But even Chris Crawford 
has changed with the times. 
Although he's still a freelance 
developer and is the creative 
force behind all his projects, 
he no longer works alone. 
Crawford must now rely on 
the help of assistants to pro¬ 
duce state-of-the-art games 


in a timely fashion. 

Not so long ago, computer 
game designers such as 
Crawford worked much like 
novelists. A single person 
would dream up an idea, plot 
out the structure, write the 
program code, draw the 
graphics, compose the music, 
create the soimd effects, write 
the manual, and deliver the 
whole package to a software 
publisher. But the competitive 
pressures of deadlines and 
rapidly advancing technology 
have completely transformed 
this solitary craft. Now, teams 
of designers, programmers, 
artists, composers, musicians. 
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writers, managers, and mar¬ 
keting experts rule where lone 
programmers once trod. Some 
large games have demanded 
the labor of 40 to 50 people 
over periods of 24 months or 
more. 

The novelist approach to 
computer game design is defi¬ 
nitely out. The new model, 
everyone agrees, can be 
summed up in one word: Hol¬ 
lywood. 

"It's going straight toward 
the way the movies do it," says 
Dallas Snell, vice president and 
executive producer at Origin 
Systems. 

"It's becoming more and 
more like movie production, if 
you can think of producers, 
directors, actors, artists, and 
technical people," says Ed 
Badasov, product-line man¬ 
ager at Broderbund. 

"The design process is 
changing in that it takes a 
helluva lot more people to get 
things done now," says Sam 
Nelson, a producer at Acco¬ 
lade. "It took two and a half 
years for our first graphics 
adventure [Les Manley in: 
Search for the King]." 

"The process has changed 
quite a lot over the past one 
and a half years," says Jeff 
Briggs, a game designer and 
composer at MicroProse. "The 
competition is getting better, 
so we've had to hire more tal¬ 
ent." 

"Because the games are 
getting so much bigger, more 
complex, and more expensive, 
we're doing a lot more 
preproduction work — com¬ 
plete storyboarding," says 
Kelly Flock, marketing direc¬ 
tor at Lucasfilm Games. 

"The tools are so expen¬ 
sive and everyone is moving 
forward so fast that there's no 
way you can keep up unless 
you're willing to invest in the 
new technology," says Bruce 
Carver, owner of Access Soft¬ 
ware. "And you need a team 
— not just a large team, but a 
competent team." 

These changes would be 
of marginal interest if they af¬ 
fected only the internal struc¬ 
tures of the software compa¬ 
nies. But the Holl 5 rwood anal¬ 
ogy goes far beyond the way 
software companies are reor¬ 
ganizing themselves. It's also 
affecting the way computer 
games are being produced, the 
kinds of people who are doing 


the creative work, and even 
what types of games are being 
developed. 

DIVISION OF LABOR 

Today, virtually all of the 
leading computer game pub¬ 
lishers are consciously adopt¬ 
ing the Hollywood model. 
Even the lingo has gone Hol- 
l)wood. Supervisors who used 
to be known as "project man¬ 
agers" are now called "pro¬ 
ducers" or "directors." Games 
are based on "scripts" which 
are written before a program¬ 
mer even touches a keyboard. 
The entire game is "story- 
boarded" —mapped on paper, 
screen by screen — before the 
first pixel of graphics is plotted. 
Artists, composers, and writ¬ 
ers are recruited from outside 
the computer industry, often 
from Hollywood itself. And 
like movies, computer games 
now move through phases of 
"preproduction" to "produc¬ 
tion" to "postproduction." 

The division of labor is 
evident everywhere and has 
become quite extensive at 
larger publishers such as Si¬ 
erra and Broderbund, which 
employ upwards of 400 
people. It has imposed a new 
structure on companies that 
were once casually organized, 
and it has forced everyone to 
formalize the way they de¬ 
velop games. 

At Sierra, for instance, a 
game idea is thoroughly 
evaluated before any produc¬ 
tion work begins. First, theidea 
is described in a two-page 
memo. If approved by presi¬ 
dent and chief executive offi¬ 
cer Ken Williams, the memo is 
expanded into a 20-page pro¬ 
posal. If it's approved again, 
staff writers work up a full 
"design document." In the case 
of graphics adventure games 
(Sierra's specialty), the writ¬ 
ers produce "room descrip¬ 
tions" for the entire game. 

The next step is to as¬ 
semble a development team. 
A producer is put in charge of 
the project, supervising a di¬ 
rector, a lead programmer, and 
an art designer. They create a 
detailed storyboard of the 
game, then carefully analyze 
it. Are certain scenes repeti¬ 
tive? Are similar puzzles too 
close together in the game se¬ 
quence? Does the game flow? 

After the storyboard is 
approved, a schedule is 


drafted. Then production be¬ 
gins. A typical Sierra game re¬ 
quires 7 to 12 months to de¬ 
velop, and the schedule in¬ 
cludes several intermediate 
checkpoints. 

Artists join the team and 
begin drawing black-and- 
white pencil sketches of screen 
backgrounds. Others create 
rough animation in 16 colors, 
even though the finished game 
will have 256 colors. Coding is 
divided among several pro¬ 
grammers whose work is pri¬ 
oritized. A composer starts 
writing music. 

"We've got so many spe¬ 
cialists that it's become a much 
more expensive project," says 
Bill Davis, vice president of 
product development at Sierra. 
Davis designed and directed 
TV commercials for 12 years 
and won an Emmy Award be¬ 
fore he was brought to Sierra 
by Ken Williams. 

"Our goal is to get a fairly 
complete game up and run¬ 
ning as soon as possible so we 
can sit down and actually start 
playing the game," says Davis. 
"That allows us to test it so we 
can see if the storyboard needs 
any changes, because at this 
point we're still using black- 
and-white sketches and rough 
16-color animation." 

Postproduction begins 
even while production is im- 
derway. A "quality assurance" 
person (bug tester) is assigned 
to the team and later is joined 
by additional QA personnel. 
Writers draft the manual, art¬ 
ists design the packaging, and 
marketing experts work on 
promotion. By the time a Si¬ 
erra game is finished, 25 people 
may have been involved, in¬ 
cluding four or five program¬ 
mers and an equal number of 
artists. 

With some variations, ba¬ 
sically the same process takes 
place at Broderbund, Elec¬ 
tronic Arts, MicroProse, Ori¬ 
gin, Spectrum Holobyte, Ac¬ 
colade, Lucasfilm, Access, 
Disney, and nearly all other 
software publishers. 

"More and more we're 
going to this style of develop¬ 
ment, and the trend is indus¬ 
try-wide," says Broderbund's 
Ed Badasov. "Last year, the 
release of Wing Commander 
from Origin really stood the 
industry on its ear. It said: This 
is what entertainment software 
is going to be like from nowon." 







But Holly- 
wood-style 
productions 
may be leading 
to Hollywood- 
size budgets. "I 
doubled my 
costs in the past 
year," admits 
Origin's Dallas 
Snell. "Last 
year I was do¬ 
ing products 
for about 
$250,000. This 
year they're 
costing me 
about $500,000 
each. But I'm 
trying to clamp 
it there." 

Balloon¬ 
ing production 
costs and long¬ 
er develop¬ 
ment cycles are 
causing prob¬ 
lems for game 
publishers. 

Lucasfilm's Se¬ 
cret Weapons of 
the Luftwaffe 
was delayed so 
long that joke- 
sters called it 
Secret Softzvare of 
the Luftwaffe. At 
a summer soft- 
ball game be¬ 
tween Lucas- 
film and Spec¬ 
trum Holobyte, employees 
wagered whether Luftwaffe 
would make it out the door 
before Spectrum Holobyte's 
Falcon 3.0, another long-de¬ 
layed project. (Lucasfilm won 
the bet.) 

"People are always de¬ 
manding to know why soft¬ 
ware is late," says Marisa Ong, 
product manager at Spectrum 
Holobyte. "Some blame it on 
the marketing people. Others 
blame it on the lawyers. Oth¬ 
ers blame it on management, 
the 'suits.' But it's really none 
of those things. People just 
don't realize how much work 
is involved and the problems 
with scheduling and produc¬ 
tion." 

Smaller companies, hard- 
pressed to keep up, are bring¬ 
ing in more freelancers, con¬ 
centrating on fewer titles, and 
taking advantage of mul¬ 
titalented employees. At Ac¬ 
cess, a successful small pub¬ 
lisher, the chief financial offi¬ 
cer doubles as a game designer. 


But it's a far cry from the early 
1980s, when Access owner 
Bruce Carver produced one of 
his first products. Beachhead 
— all by himself. 

CULTURE CLASH 

Besides transforming the 
whole development process, 
the trend toward specializa¬ 
tion has upset the social order 
at software companies, too. 
Gone are the days of prima 
donna progranuners. lire in¬ 
flux of creative people from 
other disciplines—art, music, 
video, conceptual design — 
has bumped the programmers 
a bit lower on the totem pole. 

For one thing, major 
projects usually involve teams 
of programmers, so an 
individual's contribution is 
relatively less important. At 
the same time, graphics and 
sound are receiving much 


more attention than ever be¬ 
fore. A modern game might be 
better known for its dazzling 
artwork and soaring sound¬ 
track than for its elegant pro¬ 
gramming. 

Thanks to the plentiful 
supply of computer-science 
graduates churned out by uni¬ 
versities, good progranuners 
aren't as hard to find as they 
used to be, either. Some soft¬ 
ware companies employ so 
many programmers that even 
the technical staffs are special¬ 
ized. There are programmers 
who spend all their time 
working on in-house develop¬ 
ment tools for the game pro¬ 
grammers, while others are 
kept busy writing installation 
routines and drivers for sound 
and video boards. 

Programmers who once 
called the shots on a project 
are being usurped by design- 
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same goes for 
Spectrum 
Holobyte. Elec¬ 
tronic Arts, which 
a few years ago 
did only 10 per¬ 
cent of its game 
development in- 
house, now does 
about 35 percent; 
Lucasfilm, about 
75 percent; Bro- 
derbund and Ac¬ 
colade, about 50 
percent. Access is 
contracting very 
little work out¬ 
side, and Origin's 
goal is to com¬ 
pletely internal¬ 
ize all game de¬ 
velopment. One of the largest 
development houses, 70-per- 
son Distinctive Software, was 
recently acquired by Electronic 
Arts. 

Publishers say that state- 
of-the-art computer games are 
simply outgrowing the capa¬ 
bilities of small independent 
developers. Small outfits can't 
afford the designers, pro¬ 
grammers, artists, and musi¬ 
cians required to produce 
games which can compete in 
today's market. And the "lone 
wolf" programmers who still 
bombard publishers with pro¬ 
posals are completely out of 
the picture. 

"Most of the outside sub¬ 
missions come from some guy 
who's working out of his bed¬ 
room or garage, and that just 
doesn't cut it anymore," says 
Origin's Dallas Snell. "All 
those submissions we get, we 
just reject them at the door 
unopened." 

Some publishers, such as 
Accolade, Electronic Arts, and 
Disney, help independent de¬ 
velopers by forming teams of 
inside and outside people. But 
the independents are being 
squeezed for other reasons as 
well: the publishers' desire for 
more control over their 
projects; lengthening devel¬ 
opment times, which crimp the 
cash flow of small developers; 
and royalty structures that may 
require an independent devel¬ 
oper to sell more copies of a 
game to break even. Also, some 
of today's games cost so much 
to make that publishers need 
to spin off sequels and varia¬ 
tions to recover their expenses, 
and that's easier done in- 
house. 


with conventional media and then scanning the images into 
the computer. These examples were rendered in watercolorfor 
Lucasfilm'sMonkey Island II: LeChuck's Revenge —first 
in black-and-white, then in full color. 


mers as little more than me- i 
chanics or assembly-line ; 
workers. Junior programmers j 
are occasionally referred to as j 
"code coolies." j 

In days past, a disgruntled j 
programmer might jump ship, j 
become an independent de- | 
veloper, or even start his own 


whole un¬ 
derground 
of develop¬ 
ment shops 
that never 
sell a single 
game to the 
public — 
they just 
produce 
games on 
contract for 
publishers. 
Most devel- 
o p m e n t 
shops are 
small opera¬ 
tions, but a few have scores of 
employees. 

In recent years, it's been 
getting more difficult for them 
to find work. MicroProse, 
which says it was the first pub¬ 
lisher to hire game designers 
on staff, is down to using only 
one outside developer; the 


Sierra game designer Jerry Moore and the storyboard for Longbow. 


ers, directors, and producers. 
What's even more irksome for 
some oldtimers is that many of 
the newcomers don't have 
technical backgroimds. Game 
development is guided and 
executed by people who've 
never written a line of pro¬ 
gram code. 

To top it off, a few of the 
newcomers regard program- 


company. But those opportu¬ 
nities are falling victim to 
progress, too. For various rea¬ 
sons, almost all of the leading 
software publishers are shift¬ 
ing more and more of their 
game development in-house. 

This trend is largely hid¬ 
den from game players, who 
tend to associate games with 
publishers. Since the earliest 
days of the 
industry, 
however, 
publishers 
have relied 
heavily on 
the talents of 
indepen¬ 
dent devel- 
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HOLLYWOOD 

COOKIE-CUTTER? 

There are those who warn that 
too much internal develop¬ 
ment will stifle creativity. 
Without the steady infusion of 
new ideas, say critics, the big 
publishers could get in a rut of 
producing look-alike games to 
fit their predetermined mar¬ 
keting plans — just as Holly¬ 
wood tends to shut out small, 
independent filmmakers who 
don't fit the Hollywood mold. 

"It's real important to 
keep a real strong mix of both 
[inside and outside develop¬ 
ers], not to go 
too heavily in 
one direction 
or another," 
says Mark 
Wallace, a 
producer at 
Accolade. 

"The strength 
of external 
developers is 
that they ex¬ 
pand the idea 
pool. They 
might bring 
up ideas or 
new tech¬ 
nologies that 
go on a com¬ 
pletely differ¬ 
ent track than 
what we're 
on." 

RichHil- 


leman, ex¬ 
ecutive producer at Electronic 
Arts, agrees. "It's a good short¬ 
term strategy [to move all de¬ 
velopment in-house], but a 
poor long-term one." Hilleman 
says Electronic Arts is already 
attracting good developers 
shunned by other publishers. 

Examples of offbeat 
games that originated outside 
and became hits are Tetris and 
Sim City. In fact, Sim City was 
shopped around to several 
companies before it was ac¬ 
cepted by a relatively small 
publisher. Maxis. And Sim City 
had something going for it that 
most new games don't — it 
was already written. 

Disney Software is an ex¬ 
ception in that it contracts all 
of its development outside. To 
assist the developers, Disney 
has a staff of artists, produc¬ 
ers, and technical people. Jim 
Simmons, an associate pro¬ 
ducer at Disney, says this ap- 


Justin Chin and Beckett Gladney, two Accolade artists working on Les Manley 


in: Lost in L.A. 

proach results in a more var¬ 
ied product line. 

"If we had any kind of 
rigidity about what kind of 
outside developers we'd use, 
we'd miss out on a lot of talent 
that these developers have to 
offer," he explains. "It really 
helps to keep things fresh and 
dynamic. The only rules we 
try to operate on are that they 
be the best they possibly can. 
We don't insist that they have 
a staff artist or a staff musi- 

Other publishers, how¬ 
ever, dispute the suggestion 
that moving away from out¬ 
side development will stifle 
creativity. "We know how 
stagnant this industry is go¬ 
ing to get if we don't experi¬ 
ment and try new things," says 
Sierra's Bill Davis. And 
Origin's Dallas Snell adds. 


"We have more ideas stacked 
up in comers gathering dust 
than we can implement in ten 
lifetimes." 

Whether Hollywood is a 
model to be emulated or 
avoided is a matter for debate. 
As the production of computer 
games becomes more like the 
production of movies, perhaps 
it's inevitable that the enter¬ 
tainment software industry 
will become more like the 
movie industry in other ways 
as well. But one thing is cer¬ 
tain: Software publishers will 
do whatever they can to beat 
the competition and keep 
game players satisfied. And 
that means bigger staffs, big¬ 
ger productions, bigger bud¬ 
gets. There's no turning back. 


Among the many specialists involved in the making of today's computer games 
are writers, artists, designers, composers, and musicians. Russell Shiffer is 
creating music for a new Accolade game. 
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f-generation circuitry. 
As a special offer, however. Ad 
Lib will be selling a MIDI kit, 
including an MPU-401 interface 
board, all the necessary cables, 
and Ad Lib's own Visual 
Composer sequencer software^ 


i, or by itself for 

$150. 

Also noteworthy is Dr.T's 
Prism, which is available for 
$99 by itself, or for $299 when 
bundled with Dr.T's Model-1 
interface as the lntro+ 

Either of the 


Ad Lib Inc., 220 Grande-Allee 
East, Suite 850, Quebec, QC 
Canada G1R 2J1 

Covox, 675 Conger Street, 
Eugene, OR S7402 






Air Strike USA 


V eterans of air-com¬ 
bat simulations will 
probably be puz¬ 
zled by this curi¬ 
ously sketchy game. Two 
factions, the Allies (you) 
and an unnamed Enemy, 
are at war. Your mission is 
to attack strategic opposi¬ 
tion targets, while prevent¬ 
ing the enemy's advance on 


your own bases. 

Air Strike USA has 
interesting strategic el¬ 
ements, but they are un¬ 
dermined by a cumber¬ 
some targeting process. 
Air Strike USA is the 
perfect example of a 
good gaming concept 
compromised by awk¬ 
ward mechanics. 



Cinemaware 


The Amazing Spider-Man 


ysterio has 
kidnapped 
Mary Jane — 
girlfriend of 
Peter Parker, Spider-Man's 
alter-ego — and holds her 
hostage in an abandoned 
movie studio. Naturally, 
the Web-Slinger heads to 
her rescue immediately. 

The real challenge here 


is using web-shooting and 
wall-crawling to find hid¬ 
den exits and doorways in 



each of the 250 rooms in the 
studio. The concept is good, 
but the game is hampered 
by the painfully slow ani¬ 
mation of a very tiny Spi¬ 
der-Man. 

Paragon 



Arachnophobia 


B ased on the movie 
of the same name, 
Arachnophobia pits 



you against some very ag¬ 
gressive and very poison¬ 
ous spiders. You visit sev¬ 
eral towns, killing spiders 
as you search for the queen 
that hatched all the critters 
in that town. 

Arachnophobia takes full 
advantage of Disney's 
Sound Source with excel¬ 
lent (and hilarious) digi¬ 


tized voices and sound ef¬ 
fects. But the game just 
doesn't offer enough vari¬ 
ety to hold your attention 
for very long. 


Disney 


Armor Alley 

rmor Alley is an 
IBM version of an 
old Apple 11 game 
called Rescue Raid¬ 
ers. You control a heavily 
armed helicopter which 
supports troops, missile 
launchers, and tanks in an 
assault on "enemy" head¬ 
quarters. 

Armor Alley looks like a 


direct port of the Apple 11 
version. Everything is 
teeny-tiny, and the colors 
are extremely limited. The 
combination of strategy and 
arcade action is interesting, 
but it's hard to get past the 
primitive look and slow 
animation. 

Three-Sixty 



































Build An Empire To 
Stand The Test Of Time 

...With Sid Meier’s CIVILIZATION™ 



Rout Ramses... Outwit Alexander... Knockout Napoleon... 

History is littered with the bones of great men who thought 
their achievements would live forever. Now you can 
succeed where they failed as MicroProse brings you 
Sid Meier's Civilization. Guide a culture from its earliest 
stages, through agricultural and industrial revolutions, all 
the way to your own Space Age. Survive and dominate 
by outmaneuvering mankind’s most legendary leaders. 

Carve your name indelibly in the pages of history. With 
Sid Meier’s Civilization, you really can build a brave 
new world. 



For IBM-PC/Tandy/Compatibles. For the latest information on release dates 
and availabilities call MicroProse Customer Service at 301 -771 -1151,9 am to 
5 pm EST, weekdays. ©1991 MicroProse Software. Inc., 180 Lakefront Drive, 
Hunt Valley, MD 21030. 




































Back to the Future III 


B ased on the film, 
this game starts off 
with arcade action 
and gets more dif¬ 
ficult as the player pro¬ 
gresses. The characters 
from the movie — Marty 
McFly, Doc Brown, Clara, 
and Mad Dog Buford—are 
found throughout the 
game. 


Scenarios include res¬ 
cuing Clara from a runaway 
carriage, dodging crossfire 



from an Indian ambush, 
quick-draw firing in the 
shooting gallery, and 
slinging pie trays at Mad 
Dog Buford and his thugs 
while avoiding their gun 
fire. 

Konami 


California Games II 


V eteran software 
publisher Epyx 
was on the ropes 
just a few years 



ago, but makes a welcome 
return with California Games 
II, the sequel to its most 
successful program. This 
installment consists of five 
California pastimes: jet 
surfing, hang gliding, body 
boarding, snowboarding, 
and skateboarding. 

Up to eight players can 
battle to become Supreme 


Dude of California. Good 
graphics and animation 
abound, particularly in the 
hang-gliding event. Simply 
put, California Games II is a 
lot of fun. 

Epyx 


Continuum 


A t first glance. Con¬ 
tinuum may ap¬ 
pear to be a simple 
arcade exercise, 
but there's a lot more here 
than originally meets the 
eye. 

You explore 250 rooms 
in a "mobile," a controllable 
geometric shape that can 
accelerate and bounce. You 


rte > _ 

pogo from one floating 
platform to another until 
you find an exit that leads 


to an unexplored room. The 
scenery is surreal, and the 
animation is incredibly 
smooth. It's easy to get 
hooked on this one. 

Data East 


Cybergenic Ranger 


C ybergenic Ranger 
may not have the 
most original 
concept in PC 
gaming, but this debut title 
from Symtus is definitely a 
first-rate shoot-em-up. 

As you travel from 
planet to planet seeking re¬ 
venge on your father's 
murderers, you only need 


to know one strategy: If it 
moves, blast it! The 
graphics are great, and the 
action is non-stop. A 
somewhat confusing in¬ 
terface is the only weak 
point of this exciting 
game. 

Symtus 
































Everyone Knows But Indy. 
And He’D Better Learn Fast. 


Plato knew 
about Atlantis. 

In a lost dialogue he 
wrote about the famed 
city and orichalcum, the 
mysterious element that 
powered the Atlanteans 
amazing machinery. 

The Nazis know 
about Atlantis. 

They tracked down the 
lost dialogue, and 
realized orichalcum^ 
would yield them thf 
ultimate weapon^ 
of the age. 

Sophia knows 
about Atlantis. 

She unearthed a myste¬ 
rious necklace and beads 
of orichalcum during an 
Icelandic archeological 
dig with Indy. Their 
magical properties made 
her a psychic. 

Everyone knows 
but Indy^ 

And hcs got to learn. 
fast. The Nazis are one 
step ahead of him— 
from Iceland to North 
Africa to the Azores 
to... Atlantis. 


Our biggest, 
most complex 
adventure ever. 

Huge. More than 200 
rooms furnished with 
vivid VGA art. Roto- 
scoped animation, a new 
icon interface. Exciting 
LucasArts electronic 
storytelling technology. 
Dramatic theatrical 
lighting 

Three ways to 
play and replay. 

Three roads lead to 
Atlantis. “Puzzle path" 
features tough but log¬ 
ical riddles. “Action 
path” demands two- 
fisted reflexes. "Team 
path” calls on your 
intuitive sense and 
interpersonal skills. 

Cinematic 

soundtrack. 

iMUSE,™ our brand 
new interactive sound 
system, supports all 
major sound cards with 
situation-based sound 
effects and music. 


Iceland. The start of a new chapter 
in the history of Atlantis. 


Indy and Sophia cross many paths on the 
way to rediscovering the lost continent. 


The ancient necklace hides 
many mysteries from the past. 


Indiana Jon«» and the Fateof Atlantis’" and ©1991 Lucas 
intertainment Company. INDIANA JONES*: Registered 
of LucasHlm Ltd. Used under authorization. All ri^ts res 
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Dick Tracy 


I n this blend of 1940's 
radio crime drama, 
action, and deductive 
detective work, play¬ 
ers try to clean up a me¬ 
tropolis overrun by sinister 
gangsters working for Big 
Boy Caprice. There are 
dozens of randomly gener¬ 
ated crimes, so that game 
play isn't repetitive. 


In the role of Dick 
Tracy, the player drives 
to various crime scenes 
and interrogates sus¬ 
pects. The game might 
be a bit of a lightweight, 
but it's got plenty of 
charm and humor. 

Disney Software 



Dragon’s Lair: Escape from Singe’s Castle 


hen the origi¬ 
nal Dragon's 
Lair hit video 
arcades in the 
early 1980s, its laserdisc 
graphics were a break¬ 
through. In Readysoft's 
translation a few years ago, 
there was room for only half 
the original story. In Escape 
from Singe's Castle, the rest 




of the tale is told. 

As brave knight Dirk 


the Daring, you must 
battle the Evil 
Shapeshifter on your 
way out of the strong¬ 
hold of Singe the 
Dragon, and get Prin¬ 
cess Daphne out of 
trouble again. 

ReadySoft 


The Godfather: The Action Game 

% M # ith scenes shooting at bad guys while 

from boat to boat while fir¬ 

\m\M from all three dodging bullets, jumping 

ing, grabbing items for use 



in later scenes, etc. 

Godfather J 


Scenarios include New 

movies, this action X.^ 


York alleys, a barber shop. 

game puts you in the 


a casino, a villa, the Miami 

role of protecting the Bl.. 


waterfront, and the streets 

interests of the 


of Havana. 

Corleone family. The 



game is filled with ar- 


U.S. Gold 





The Cold of the Aztecs 


T his game blends ar¬ 
cade action, a bit of 
role-playing, strat¬ 
egy, and adventure. 
As Bret Conrad, a former 
Special Forces Commander 
who has been forced to re¬ 
tire early because of his 
overzealous nature, the 
player takes up the quest to 
find Quetzcotl's gold. 


which has laid undis¬ 
covered for 400 years. 

The game features 
more than 80 screens of 
puzzles and action se¬ 
quences, and 7,000 
frames of animation. It 
also supports Roland 
and Ad Lib sound cards. 



U.S. Gold 
































FILL OUT AND MAIL IN THE SUBSCRIPTION CARD TODAY 


Gremlins 2: The New Batch 


T his is a seek-and- 
destroy game that 
takes place in a very 
tall office building. 
Your mission is to find 
Gizmo, who has been kid¬ 
napped and hidden by the 
Gremlins. You must take 
the elevator and explore 45 
Gremlin-infested floors be¬ 
fore arriving at the Pent¬ 


house for the final battle 
with Mohawk, the Gremlin 
leader. 



Your anti-Gremlin 
"weapons" consist of a 
flashlight and camera — 
you need both on every 
floor. 

Hi Tech Expressions 


Houerforce 


H overforce may 
have a so-so 
storyline — 
you're a cop try¬ 
ing to stop drug runs and 
arrest drug kingpins — but 
it more than makes up for 
that by offering some of the 
hottest action you've ever 
seen. 

As you cruise the streets 


in your heavily armed 
hovercraft, you'll be as¬ 



tounded at the silky smooth 
animation. Few if any 
games create such a 
genuine sense of mo¬ 
tion. Hoverforce is guar¬ 
anteed to deliver plenty 
of bangs foryour bucks. 

Accolade 


Home Alone 


B ased on 1990's hit 
movie. Home 
Alone puts the 
player in the role 
of 8-year-old Kevin as he 
attempts to thwart two 
burglars trying to break into 
his home. 

Home Alone has two 
phases — first the player 
hurriedly creates traps 


throughout his home, 
then tries to lure the 
crooks into the different 
contraptions. Home 
Alone features digitized 
pictures and sounds 
from the movie (the Ad 
Lib sound board is sup¬ 
ported). 



Capstone 


Killing Cloud 



fog has become a perma¬ 
nent, noxious haze that 
hides 


the sin 


player 


the 


role of a hard 


man with 


syndicate. 

The player must invade 
the poisonous mist in a 
hoverbike, capture the 
syndicate's ringleaders, and 
solve the mystery of the evil 
Cloud before San Francisco 
becomes a city of the dead. 

Konami 

































Play A Game That Lives Up To Its Name... 



For IBM-PC/Tandy/compatibles. For the latest information on release dates and 
availabilities, call MiaoProse Customer Service at 301 -771 -1151,9 am to 5 pm EST, 
weekdays. © 1991 MicroPlay Software, Inc., 180 Lakefront Drive, Hunt Valley, MD 21030. 


• State of the art, solid-filled 3-D polygon 
graphics. 

• New, scintillating sounds. 

• Enhanced animation speed. 

• More missions, more opportunities, more 
challenges. 


ELITE 


You're an ambitious pilot in a universe filled 
with many. With so much competition, it'll take 
hard work to realize your lofty goals. 
Manipulating traders, forging political alliances, 
foiling space pirates and outsmarting ruthless 
aliens — you'll need all your skill, all your 
resourcefulness to earn the elusive title coveted 


Play Elite Plus and earn 
the title I 


The original Elite dazzled 
computer gamers with its 
brilliant combination of 
space exploration, 
intergalactic trading and 
political intrigue. Now the 
game has been updated 
with 1990s technology, and 
space gaming will never be 
the same again. 


by many, possessed by few: Elite. 








Lemmings 

H ere's a simple, 
charming, and 
addictive game 
that's easy to play 
and beautfiul to watch. As 
lemmings descend into each 
scene, you must "teach" 
certain lemmings actions 
that will prevent the other 
lemmings from stubbornly 
marching to their doom. 



There are plenty of nice 
touches in this game, in¬ 
cluding a "self-destruct" 


that causes a lemming 
to put his fingers in his 
ear before blowing to 
smithereens. Lemmings 
could be the sleeper of 
the year. 

Psygnosis 



Light Quest 


I n this blend of arcade 
action, fantasy role 
play, and adventure, 
the player takes on the 
identity of either warrior, 
magician, or elf, and joins 
in the quest to return Light 
to the Land of Arke. 

Game features include 
multidirectional scrolling, 
five main game levels (each 


containing between 50 and 
170 different screens), and 
more than 100 
different en¬ 
emies. 


Ubi Soft 


The Lost Patrol 



copter is shot down behind 
enemy lines during the 
Vietnam War, and you must 
lead your men to safety. The 
Lost Patrol combines role- 
playing and arcade ele¬ 
ments —you decide where 
to travel and when to rest, 
and handle the battle se¬ 
quences. 

Disappointingly, the 


game is marred by a confus¬ 
ing manual, clumsy inter¬ 
face, and a tendency to lock 
up occasionally. In short, it's 
another case of great idea, 
poor execution. 

Ocean 


Mega Man 


T his PC version of the 
Nintendo super hit 
is arcade action, 
pure and simple. 
Mega Man is a small, 
power-packed robot that 
was created to save the 
world from the evil clutches 
of the megalomaniac Dr. 
WUy. 

Controlling Mega Man, 



you must decide which 
strategy to use and which 
weapon to choose from his 


substantial arsenal as you 
face Dr. Wily's deviUsh, hi- 
tech enemies, including 
Sonic Man, Sizzle Volt Man, 
and Dyna Man. 

Hi Tech Expressions 
































Nobody Laughs When This 
Pirate Plays With Dolls. 



Visit faraway islands 
and yet lost. 

Take your pick of adventures 
from Scabb to Phatt Island. 
And with multiple levels 
of play, even your average 
marketing type can feel smart. 

We’ve reassembled 
the oriyinal cast. 

Stan's back in a new under¬ 
taking. Along with the 
^bodoo Priestess, Governor 
Marley, and other favorites 
from Monkey 1. Plenty 
of cryptic in-jokes, too. 

Incredible VGA art. 

We hired 256 out-of-work 
artists from Los Angeles and 
crammed them six-deep in 
an office until they came up 
with pictures we liked. 

Incredible music and 
sound effects. 

All of the musicians we 
wanted arc working in '70's 
comeback bands. So we 
scored a few tunes ourselves, 
added some great sound 
effects and went home. 

We did the best 
we could. 

We’re not perfect. But we think 
scanned art, scintillating 
soundtracks, rehashed jokes 
and a great story get us close 
—and over budget, too. 


It’s giving Guybrush 
a headache. 
He’s become a bore, end¬ 
lessly telling the story of 
Monkey Island 1. If the 
braggart doesn’t find a new 
crusade soon, he’ll be buy¬ 
ing his own grog at the 
Bloody Lip Bar. 


Vengeance is his 
trademark. 

In Monkey Island 1 
LeChuck’s nuptial vows 
went up in fizz. Now he’s 
back with a new vow— 
wreak revenge on 
Guybrush Threepwood. 


Who will cough up 
theBigWhocp? 

This legendary treasure 
of the high seas is up for 
grabs. There’s more at 
stake than just wealth; for 
Cuybrush it’s his last 
chance to certify himself 
as a world class pirate on 
a pirate’s ship in a pirate’s 
sea blah blah blah. 


Chuck’s Revenge 


Haunting secrets from the 
first game revealed 


Illiteracy-driven icon system 


Thicker, richer 
puzzley goodness 


I LucasArtsI 
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Ninja Caiden 

A nother Nintendo 
megabit translated 
for the PC, Ninja 
Gaiden is a fast and 
furious kung-fu action 
game. The player takes the 
role of Ryu Hayabusa, a 
ninja warrior who has come 
to America to avenge his 
father's death. 

Action sequences in¬ 


clude jumping on to the 
ledges of taU buildings to 
do battle, swinging and 
kicking Sumo 
wrestlers, and 
journeying 
into the depths 
of the Grand 
Canyon to find 
the mystical 
Dragon Sword 


that will save Ryu from 
many enemies. 



Ninja Caiden U 


P c conversions of 
videogames usu¬ 
ally aren't too excit¬ 
ing, but GameTek's 
adaptation of Ninja Gaiden 
II is a pleasant exception. It 
faithfully follows the story 
of its videogame forbear, as 
Ryu Hayabusa seeks to 
vanquish Ashtar and res¬ 
cue his girlfriend Irene Lew. 



The animation is almost 
as smooth as in the Nin¬ 


tendo version, and the 
richly colored graphics 
make the game look al¬ 
most brand new. A joy¬ 
stick is recommended 
for best response. 

GameTek 


Nova 9 


T he follow-up to 
Stellar 7, a nicely 
designed and 
highly playable 
space arcade-action game. 
Nova 9 puts the player in 
the role of a space warrior 
in control of his own attack 
ship. The player must deal 
with a new set of enemy 
aliens, more battle strate¬ 


gies, and an arsenal of high- 
tech weapons. 

The first-person per¬ 



spective has been updated 
with 256-color VGA graph¬ 
ics, and the stereo 
soundtrack supports all 
major sound boards. 

Dynamix 


Predator 2 


I n the role of veteran 
cop Mike Harrigan, 
the player must fight 


the Predator (who has been 
digitized from scenes in the 
movie) as well as drug 
lords. By gath¬ 
ering weapons 
and using his 
street smarts, 
Harrigan must 
figure out how 
to destroy the 
Predator's in¬ 


visibility mechanism. 

Fast action and in¬ 
creasingly difficult skill 
levels are game features, 
and battle scenes — which 
include street wars and 
subway shootouts — are 
based on themes foimd in 
the movie. 

Konami 














































The shock, the anguish, the damage — the results of a crash far outweigh the time you save by driving fast. 

It’s a fact that your chances of hitting someone or something increase as you exceed the speed limit. A crash 
like this can happen in a heartbeat. And \^iien it does, it will change your Me forever. 

O SPEEXyNCLCETSYOU NOWHERE. RCT 

us. Department of Transportation 



















The Rocketeer 


ith a plot based 
on this past 
summer's 
film, the game 
features clashes with Na¬ 
zis, narrow escapes from G- 
Men, and a kidnapped 
girlfriend you must try to 
rescue. Players fly vintage 
aircraft as well as the ex¬ 
perimental Cirrus X-3 


rocket pack. 

An early look at the 
game tells us that the 



graphics and animation 
(developers used video¬ 
taped actors, and reals sets 
and props from the movie) 
live up to the Disney name 
very well. 

Disney Software 



Rotox 


R otox is set in the 
future, when sci¬ 
entists combine the 
latest in technol¬ 
ogy with the ultimate com¬ 
puter — a human brain. 
ROTOX (RemOTe Offworld 
Xenoprobe) is the proto¬ 
type, and the game puts you 
at the controls during 
ROTOX's trial run. 



A ton of enemies in nine 
different test areas will try 


to stop you, but figuring 
out the best route of explo¬ 
ration is even tougher. 
The graphics are ad¬ 
equate, but ROTOX 
supports no sound 
boards. 


U.S. Gold 


Starush 



T he player's goal is 
to search for and 
destroy evil ele¬ 


ments based on thel2 signs 
of the zodiac in order to 
restore balance to the con¬ 
stellations and to the gal¬ 
axy. 

Moving on foot or us¬ 
ing any of four vehicles, the 
player uses up to 11 differ¬ 
ent weapons to fight mon¬ 
sters (some over half the 
size of the screen). De¬ 


signed for one or two play¬ 
ers, the game features 13 
levels, 10 intermediary 
screens, 8 parallax levels, 
and 25 big bosses. 


Ubi Soft 


Street Rod II: The Next Generation 


I f you miss the days 
when Detroit muscle 
cars ruled the road. 
Street Rod II may be 
what the doctor ordered. 
Drag racing or road racing 
for pink slips, money, or 
just for fun is the name of 
this game. 

Much of the action 
takes place in your garage. 



California Dreams 


where you use the parts 
you've bought with your 
winnings to make your ma¬ 


chine unbeatable. The 
graphics aren't high-end, 
but that weakness is com¬ 
pensated by smooth 
animation. 































Space Ace II: Serf’s Revenge 



T he original Space Ace 
was a true arcade 
classic of the 
1980s, thanks to 
its stunning laserdisc 
graphics by animator 
Don Bluth. Space Ace II 
brings Bluth's style to 
PCs in a sequel that picks 
up where the first game 
left off. 


The evil Commander 
Borf, transformed into £ 


baby by Ace, regains his old 
form after a second blast 
with the Infanto Ray. Now 
he's ready again to lead his 
Goons into battle. 

ReadySoft 


The Taking of Beverly Hills 


I n this action-adventure 
game, which is based 
on the new movie star¬ 
ring Ken Wahl (TV's 
"Wiseguy") and Robert 
Davi (James Bond's nem¬ 
esis in Licence to Kill), urban 
terrorists are trying to pull 
of the biggest heist of the 
century. Of course, the title 
tells you that they've picked 


a good spot. 

The Taking of Beverly 
Hills uses digitized photos 



and sounds from the film, 
and uses different puzzles 
and plot variations each 
time the game is played. 

Capstone 



Theme Park Mystery 


4 I ■ 



omething at the 
Magic Canyon 
Theme Park was 


enough to drive your uncle 
to insaiuty, and it's up to 
find out who — or what — 
is responsible for the 
evil doings there. 

But things aren't to¬ 
tally gloomy in Theme 
Park Mystery, which is 
really an entertaining 
collection of arcade 
games strung together 


with a sinister storyline. The 
puzzles in the game will 
keep you guessing, and the 
arcade sequences will test 
your reflexes. It's a refresh¬ 
ing change of pace. 

Konami 


Vaxine 


S et as a war between 
viruses and anti¬ 
bodies, Vaxine will 
probably remind 
you a lot of the videogame 
Space Harrier, especially the 
first-person perspective 
and checkerboard land¬ 
scape. 

The scrolling is smooth 
and even, and the simple 


graphics are quite satisfy¬ 
ing. Although sound 
boards , 



bottom line here is that 
learning to aim the anti¬ 
bodies can 
be frustrat¬ 
ing to the 
point of ex- 





























X-Men U: The Fall of the Mutants 


X -Men II: The Fall of 
the Mutants is 
based on actual 
adventures from 
the X-Men comic book se¬ 
ries. From 15 X-Men, in¬ 
cluding Wolverine, Phonix, 
Beast, and Arch Angel, the 
player chooses five of the 
superheros to control. 

The X-men must over¬ 



come five Arch-Villains emd 
ten groups of henchmen in 
each game, with battles 
taking place in 15 different 
locations (which can 
change from game to 
game). 


Paragon 


Zeliard 


H ere's a successful 
mixture of action 
and role-playing 
fantasy. You begin 
Zeliard by gathering infor¬ 
mation and supplies in the 
town of Muralla. But the 
game hits its stride when 
you explore a series of caves 
for crystals needed to defeat 
your wicked enemies. 



Role-playing elements 
include keeping track of hit 
points and collecting valu¬ 


able items. Beyond that, 
Zeliard is an action game, in 
which you must learn new 
techniques, avoid 
deadly traps, and find 
your way through 
mazes. 


Sierra On-Line 


COMING SOON... 



Race Drivin' — Spectrum HoloByte 
Rollerbabes — Konami 
SpeedBall 2 — Konami 

Teenage Mutant Ninja Turtles: The Adventure — Konami 
Teenage MutantNinja Turtles: TheArcadeGame —Konami 


SpeedBall! 


Teenage Mutant Ninja Turtles: The Adventure 












































Castle of Dr. Brain 


A brain-teasing ad¬ 
venture game that 
teaches analytical 
and problem¬ 
solving skills, Castle of Dr. 
Brain is designed for chil¬ 
dren ages 8 and up. The 
goal is to win a job as a lab 
assistant for Dr. Brain, but 
the only way to earn the job 
is to solve puzzles and pass 



Sierra 


a variety of tests. 

The game includes 
many challenges, such as 


navigating three-dimen¬ 
sional mazes, winning 
word games, building a jig¬ 
saw room, and program¬ 
ming robots. 


Daffy Duck, P.L: The Case 


1 

ar une 

Imer Fudd is part 
of an evil con- 
spiracy to steal the 
alphabet so kids 
can't spell. Playing the role 
of private investigator 
Daffy Duck, the child must 
locate the missing letters 
and defeat Elmer and his 

conspirators, Yosemite 
Sam, Sylvester, and Wile E. 
Coyote. 

The game features 
three difficulty levels, seven 
different play areas, and is 
designed to let children 
progress at their own pace. 
Spelling skill levels are tar- 

geted for 
children in 
grades 1-3. 

lou".— -yAl •=:'}. ^ 

Wf.: the case. 

Hi-Tech Expressions 


EcoQuest I: The Search for Cetus 


his animated ad¬ 
venture challenges 
c h i 1 


dolphin friend, Delphineus, 
battle toxic waste, oil spills. 


dren to 
join the crusade 
to help save the 
environment. 
The player takes 
on the role of 12- 
year-old Adam 
as he and his 



fish nets, and a variety of 
other dangerous environ¬ 
mental hazards. 


Sierra 



Eco-Saurus 

T his exploring ad¬ 
venture for chil¬ 
dren ages 4-9 deals 
with environmen¬ 
tal concepts such as recy¬ 
cling and conservation of 
energy and water. 

The once-beautiful Eco 
Island has become an eco¬ 
logical mess. Also, M-Kar, 
a friendly outer-space crea¬ 


ture, has 
crashed his 
spaceship on 
the island and 
can't get back 
home. The 
child's task is 
to help clean up the island 
— and to rescue M-Kar by 
conserving energy and col¬ 
lecting recyclables to help 


rebuild his spaceship. 

First Byte 


























GeoJigsaw 

B lending history, 
geography, music, 
and animation, 
GeoJigsaw features 



12 puzzles with such 
themes as stegosaurus fos¬ 
sil finds in North America, 
ancient Egypt, animals of 
Africa, voyages of the ex¬ 
plorers, and the European 
Economic Community. 

Each puzzle can be 
broken into as few as 6 or as 
many as 294 jigsaw pieces. 
When a puzzle is correctly 


assembled, animation se¬ 
quences with music bring 
the puzzle to life. The prod¬ 
uct is designed for geogra¬ 
phy and history students of 
all ages. 

PC Globe 


Headline Harry and the Great Paper Race 


T his learning adven¬ 
ture, targeted for 
children ages 10 and 
up, puts the player 
in the role of ace reporter 
for the U.S. Daily Star. The 
player must outsmart the 
reporters from the sleazy 
Diabolical Daily by uncov¬ 
ering the true stories with 
the correct facts and beat¬ 



ing them to the front page. 
The game teaches U.S. 


geography as players 
must travel to different 
states, and it takes play¬ 
ers back through time 
to teach U.S. history be¬ 
tween 1950 and 1990. 

Davidson & 
Associates 



McGee at the Fun Fair 


T his program, the 
follow-up to the 
1990 Parent's 
Choice Award 
winner, McGee, features 
McGee and his best friend, 
Tony, as they take Mom and 
Dad to the summer fun fair. 

The two boys explore 
and climb on monkey bars, 
eat ice cream, watch a clown 


twist balloons into 
animals, hear a one- 
man band play music, 
and more. The program 
uses a no-word point- 
and-click interface, and 
is designed for children 
ages 2-5. 


Lawrence Productions 


Mixed~Up Fairy Tales 


A new character 
named Book- 
wyrm makes his 
debut as host to 



this electronic introduction 
to traditional fairy tales 
from all over the world. 
Problem-solving tests are 
interwoven among the fairy 
tales, and a no-typing, 
point-and-click interface is 
used to make game play 
easy for all ages. An origi¬ 
nal soundtrack is used in 
support of all popular 


sound cards. Sierra posi¬ 
tions Mixed-Up Fairy Tales 
as an adventure game for i 
the whole family. 

Sierra 

































Nigel’s World 

I n this geography ad¬ 
venture for children 
ages 8 to 12, Nigel, a 
daring Scotsman, trav¬ 
els around the world snap¬ 
ping pictures for a photog¬ 
raphy contest. If he can't 
find his destination, he 
consults his Klooculator for 
a clue. If Nigel makes it 
through all four levels of 


difficulty, he wins the con¬ 
test. 


The game teaches con¬ 



tinent and country recogni¬ 
tion, as well as factual in¬ 
formation about each 
country. Nigel's World in¬ 
cludes more than 40 maps, 
90 photographs, 30 inter¬ 
national folk songs. 

Lawrence Productions 


Reader Rabbit 2 


L ike its predecessor, 
the award-winning 
Reader Rabbit, this 
program builds 
reading skills in young 
children. Designed for ages 
5-8, the program features 
four different games. 

In Word Mine, the child 
learns about building com¬ 
pound words and begin¬ 


ning and ending consonant 
blends. Match Patch chal¬ 
lenges memory skills and 
introduces rhymes, oppo¬ 
sites, and homonyms. 
Vowel Pond develops short 
and long vowel skills, and 
Alphabet Dance builds 
early dictionary skills. Each 
game becomes more diffi¬ 
cult as the child succeeds. 



The Learning Company 


The Berenstain Bears Fun with Colors 



D esigned for ages 3- 
10, this electronic 
coloring book of¬ 
fers 18 different 
backgrounds to choose 
from. A child can use 
the color palette to fill in 
the colors of his or her 
choice, or select 
Autocolor and let either 
Sister or Brother Bear do 


the coloring. 

The package also in¬ 
cludes more than 70 pieces 


of clip art, word balloons, 
and 20 animated objects that 
can be put into action with 
the press of a button. 

Britannica Software 


The Berenstain Bears Learn About Letters 


T his package intro¬ 
duces children to 
the alphabet as 
well as upper- 
and lowercase letter 
identification, alphabet 
order, and word /object 
association. 

Designed as an ad¬ 
venture, direction-find¬ 
ing is also taught as Sis¬ 


ter and Brother Bear must 
find the lost pages of their 
alphabet book while ex¬ 


ploring the Enchanted For¬ 
est, the Butterfly Field, the 
Farm, and the Waterfall. At 
these sites, the bears en¬ 
counter various animals 
and objects which they use 
to fill in the alphabet book. 

Britannica Software 
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The Treehouse 


T his learning pro¬ 
gram features a 
variety of activi¬ 
ties, such as a pup¬ 
pet theater, a math road 
rally, musical keys and a 
musical maze, an animal 
album, and the Guess My 
Animal game. Also in¬ 
cluded are a chalkboard for 
drawing and a calendar that 


reveals historic events. 

The Treehouse is 
hosted by the Awesome 
'Possums, who interact 
with the child by asking 
to be fed, to take a nap, 
or play a game. 

Broderbund 



Where in America’s Past 
is Carmen Sandiego? 


I n the latest edition of 
the popular Carmen 
Sandiego series, Ms. 
Sandiego and her 
henchmen have their eyes 
set on icons of American 
history. Using your com¬ 
puter and a time-travel ve¬ 
hicle, you visit crime scenes. 


question witnesses, 
then move in for the ar¬ 
rest. 

Sniffing out clues 
and solving problems 
is what this game is all 
about. You'll learn a lot of 
obscure facts during your 
travels, which makes this 



What’s My Angle? 


T his geometry tutor 
for ages 14 to adult 
features five dif¬ 
ferent activities 
including GeoGolf, a golf 
game that teaches mea¬ 
surement of angles, lines, 
and vectors, and GeoLife, 
in which the player solves 
problems to try to help An¬ 
thony the Athlete score a 



touchdown. 

The product, which 
covers an entire year's cur¬ 
riculum, stresses real-life 


applications of geometry 
concepts, and includes 
varying levels of difficulty. 
For teachers, the program 
includes a student record¬ 
keeping system and certifi¬ 
cate printing. 

Davidson 


COM I IMG SOON. 


The Berenstain Bears Essentials, Volume 1 — 
Britannica 

Inspector Gadget — Merit 

Junior Jigsaw and the Berenstain Bears Learn 

About Counting — Britannica 

The Never Ending Story II — Merit 


The New Math Blaster Plus — Davidson 
Operation Neptune — The Learning 
Company 

Revolution '76, Version 2.0 — Britannica 
Super Mario: When I Grow Up — Merit 
Turbo Math — Britannica 



Junior Jigsaw 


The Never Ending Story II 


Operation Neptune 





































The Bard’s Tale Construction Kit 


T his do-it-yourself 
dungeon program 
lets you create your 
own fantasy role- 
playing adventure. You can 
build your own dungeon 
almost brick by brick, de¬ 
ciding where to put the 
walls, pits, stairwells, 
teleport squares, anti-magic 
areas, hidden doors, and il- 



your own 
design and 
fill it with all 
kinds of arti¬ 
facts, includ¬ 


ing magic 


lusionary barriers. 

You can then populate 
your dun¬ 
geon with 
creatures of 


swords, armor, potions, 
scrolls, figurines, and rings. 


Interplay 


B.A.T, 


e A.T. (Bureau of 
Astral Trouble¬ 
shooters) is a sort 
of galactic Central 
Intelligence Agency, and in 
this sci-fi role-playing game 
you're a B.A.T. agent re¬ 
sponsible for the safety of 
an entire planet. 

B.A.T.'s graphically 
oriented interface sets it 


ploring the game world, not 
just on chasing bad guys. 
Hats off to Ubi Soft for 
bringing some variety to 
fantasy role-playing. 

Ubi Soft 



apart from traditional role- 
playing games. BA.T. also 
places empahasis on ex- 



Cadauer 

P rotected by the 
magical force of its 
lord and master, 
Dianos the Necro¬ 
mancer, Castle Wulf holds 
vast treasures in gold and 
jewels. What's worth more, 
however, is the head of 
Dianos. 

The player must use 
weapons, potions, spells. 


and more to get the trea¬ 
sure and, eventually, the 
head of Dianos. Cadaver, 
with VGA graphics, fea¬ 


tures more than 200 lo¬ 
cations, an automap¬ 
ping feature, and an 
icon-driven interface. 
Enemies include fire¬ 
breathing dragons and 
huge swamp lizards. 

Konami 


Champions 


B ased on the popu¬ 
lar paper role- 
playing game. 
Champions is a 
multi-part adventure with 
more than 20 villains to 
conquer. The game features 
several story lines com¬ 
bined with a character-in¬ 
teraction system where the 
player selects goals, meth¬ 


ods, and an attitude for 
character interaction. 

Plot- and storyline- 
driven rather than map 
oriented. Champions can 
be customized by the 
player, and new charac¬ 
ters can be created. Com¬ 
bat scenes feature full¬ 
screen animation. 



Konami 
































Conan the Cimmerian 


T his incarnation of 
Conan harkens 
back to Robert E. 
Howard's original 
Conan from the Weird Tales 
magazine. As the babarian, 
you seek revenge on Thoth 
Amon, high priest of the 
cult of Set and the person 
responsible for the death of 
your family and friends. 


Conan the Cim¬ 
merian features hun¬ 
dreds of characters 
scattered over more 
than 600 screens. Op¬ 
tions include arcade or 
role-playing style com¬ 
bat and variable hostil¬ 
ity levels of opponents. 



Virgin Games 


Death Knights of Krynn 


T his is the second 
AD&D game 
that takes place 
in the world of 
Dragonlance. All the 
character races from 
Champions of Krynn (the 
first AD&D game set in 
Dragonlance) are found 
here: hill dwarfs, 
Silvanesti elves. 



Qualinestri elves, humans, 
and so on. 

Much time is devoted 
to combat in Death Knights 
of Krynn ; if that bothers you, 
you probably won't like this 
game. But AD&D followers 
expect plenty of combat, and 
will welcome this game. 

SSI 



Eye of the Beholder 


S omething sinister 
is emanating from 
the sewers of 
Waterdeep. In Eye 
of the Beholder, you lead a 
band of adventurers who 
have been commissioned to 
rid the sewers of anything 
and everything evil. 

AD&D veterans unac¬ 
customed to dazzling ani¬ 


mated graphics and ex¬ 
cellent background 
music may initially feel 
uneasy in this new en¬ 
vironment. But even 
they will appreciate the 
huge advances Eye of the 
Beholder brings to the 
genre of fantasy role-play¬ 
ing games. 


Gateway to the Savage Frontier 


G ateway is the first 
installment in a 
new AD&D fan¬ 
tasy role-playing 
epic. It takes you to the un¬ 
explored areas of the 
Trackless Sea, the Lost 
Peaks, the ruins of Ascore, 
and the magical and mys¬ 
terious Silverymoon. 

The game system is 


designed to improve on hits as Pool of Radiance and 

those used in such AD&D Curse of the Azure Bonds. A 

nonlinear, open-ended 
story line gives you the 
freedom to move 
through the adventure 
any way you want. 

SSI 



































Lord of the Rings, Volume IL 
The Tu\fo Towers 


B ased on the fantasy 
novels of J.R.R. 
Tolkien, The Two 
Towers picks up 
where the original game left 
off. The wicked Lord 
Sauron is still trying to ob¬ 
tain the one true ring of 
power, but now someone 


else is looking for it too — 
the Evil Wizard Saruman. 

You and your party of 
adventurers try to stop 
them, battling ores, trolls, 
wargs, and ghosts as you 
journey through Middle 
Earth until you reach the 
mysterious Two Towers. 



Interplay 


Megatraueller II: Quest for the Ancients 


I n this sequel to Mega¬ 
traveller, the player 
must solve a global cri¬ 
sis on the desert planet 
Rhylanor. A mysterious 
structure, supposedly 
300,000 years old, has be¬ 
gun spewing dangerous 
poisons. To make it stop, 
you embark on a quest for 
the ancient designer of the 



structure, an elusive figure 
known as Grandfather. 

The game includes 
more than 100 detailed 
worlds to explore, each 
with at least half a million 
square miles of territory, 
containing cities, starports, 
animals, and people. 

Paragon 


Might and Magic III: Isles of Terra 



T he third install¬ 
ment in this pop¬ 
ular series puts 
the player in 
command of a party of 
adventurers on a lif e-or- 
death mission — to 
thwart the genocidal 
plans of Sheltem, the 
archenemy. 

Success depends on 


a rendezvous with the leg¬ 
endary wizard Corak, who 


can help the player in his 
fight against evil. Might and 
Magic III features ten unique 
character classes, hundreds 
of animated creatures, and 
scenarios that include dark 
dungeons, forests, and fro¬ 
zen tundra. 

New World Computing 
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Planet’s Edge 

S ubtitled The Point 
of No Return, this 
game combines 
space combat 
simulation, role-playing 
adventure, and fast action. 
The player can equip his 
party of adventurers with 
many different types of 
suits, weapons, and scien¬ 
tific instruments before 



venturing out to explore 
more than 60 different 
worlds. 

The goal is to return 


Earth to its proper space- 
time continuum — and 
this requires defeating 
intelligent opponents by 
using strategy or by 
fighting them in real¬ 
time combat sequences. 

New World Computing 


Pools of Darkness 


P ools of Darkness is 
the fourth title in 
the AD&D For¬ 
gotten Realms FRP 
line of games from SSI. In 
the story, the evil Bane, who 
was defeated by a brave 
group of heroes in an ear¬ 
lier adventure, takes re¬ 
venge by transporting the 
cities next to the Moonsea 


to another dimension. 

The player must form a 



new party of adventurers 
and travel various dimen¬ 
sions to locate the missing 
cities and rescue the help¬ 
less inhabitants. 

SSI 


Shadow Sorcerer 


T his AD&D adven¬ 
ture takes place in 
the popular Dra- 
gonlance game 



world, and features ani¬ 
mated real-time combat 
and action. 

The player's mission is 
to form a party of four char¬ 
acters (from a list of 16 dif¬ 
ferent Dragonlance heroes), 
and then guide, protect, and 
provide for 500 rescued 
refugee slaves. Enemies in¬ 
clude the Great Red Dragon 


Ember and the large 
Draconian Armies. Shadow 
Sorcerer is intended for in¬ 
termediate fantasy role- 
players. 

SSI 


Twilight 2000 


W 


orld War III 
has just ended. 
In the devas¬ 
tation of post¬ 
war Poland, the survivors 
struggle to stay alive and 
rebuild a civilized society. 
But there are those who 
prefer anarchy, so mankind 
faces still more conflict. 

In Twilight 2000, the 



player commands a party 
of four characters and 
gathers weapons, vehicles. 


and other equipment in an 
effort to survive and gain 
power. Twilight 2000 is 
based on the same role- 
playing system used in the 
Megatraveller series and in 
Space 1889. 


Paragon 
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Vengeance of Excalibur 



S et in the time of 
King Arthur, Ven¬ 
geance of Ex- 
cfliihwr picks up 
where Spirit ofExcalibur 
ended. The Shadow- 
master, a Lord of De¬ 
mons summoned by 
sorceress Morgan Le 
Fay in the first game but 
freed by her death, has 


imprisoned King Cons¬ 
tantine and kidnapped 


Nineve, court enchantress. 

The player commands 
knights and followers in 
search of the Shadow- 
master, and interacts with 
diverse characters such as 
mercenaries and djiimis. An 
arcade option lets the player 
fight battles manually. 

Virgin Games 


Wizardry H: Crusaders of the Dark Sauant 


T his eighth entry in 
the venerable Wiz¬ 
ardry series intro¬ 
duces a brand-new 
gaming system and inter¬ 
face that greatly improve 
on the previous series entry. 
Bane of the Cosmic Forge 
(which sold quite well). 

Crusaders brings VGA 
graphics, a full soundtrack. 


and automapping for the 
first time to the series. 
Another major addition 
to the series is outdoor 
campaigns, a changL 
from the dungeon and 
cavern venue of the ear¬ 
lier titles. 



Sir-Tech 


Wrath of the Demon 


COMING SOON... 


I n this adventure, you 
embark on a quest 
with three goals: to rid 
a kingdom of an evil 
demon, to rescue a kid¬ 
napped princess, and to re¬ 
store honor to your king. 

The game takes you 
through caves, swamps, 
temples, and castles before 
reaching your final chal¬ 


lenge — a showdown with 
the demon himself. 

Read3^oft 



Bloodwych — Konami 
Dusk of the Gods — Interstel 
The Immortal — Software Toolworks 
The Magic Candle, Volume 2: The Four and Forty 
— Mindcraft 

Prophecy I: The Viking Child — GameTek 
Sleeping Gods Lie — Read)^oft 
Volfied — ReadySoft 



























The Aduentures of Willy Beamish 


T his original com¬ 
edy adventure sets 
new standards for 
cartoonlike anima¬ 
tion. Willy Beamish is a 
zany teenage character 
from a peculiar family who 
hates school and lives in a 
world of geeks, freaks, and 
obnoxious creeps. The 
player takes on the role of 


Willy. 

Light-hearted in 
spirit, the game is tar¬ 
geted for both young¬ 
sters and adults. It of¬ 
fers 256-color VGA 
graphics and a stereo 
soundtrack for all major 
sound boards. 



Dynamix 


Conquests of the Longbow: 
The Legend of Robin Hood 


T his epic advenhue 
stars all of the 
medieval charac¬ 
ters from the 
Robin Hood legends: 
Robin, Maid Marian, King 
Richard the Lionhearted, 
the Sheriff of Nottingham, 
and the merry men of 


Sherwood Forest. In the 
tradition of the legend, the 
player must raise a king's 
ransom while avoiding the 
sheriff's traps. 

For more lifeHke ani¬ 
mation, real actors were 
filmed to create the 256- 
color VGA graphics. The 



game was created by 
Christy Marx, the designer 
of Conquests of Camelot. 


Sierra 


Elvira II: The Jaws of Cerberus 


E lvira returns from 
her computer- 
game debut in 
Elvira: Mistress of 
the Dark. In her latest ad¬ 
venture, a mysterious force 
has invaded our dimension 
at the location of an aban¬ 
doned movie lot. Now 
deadly monsters from 
gothic horror movies are 


coming to life. 

The player must find 



the missing Elvira and re¬ 
turn her to safety. The game 
features 256-color VGA 
graphics, a huge hor¬ 
ror-movie set filled 
with creatures, and lots 
of new magic spells. 

Accolade 


Guy Spy 


A s Guy Spy — the 
world's greatest 
counter-espio¬ 
nage agent—the 
player is assigned to de¬ 
stroy the doomsday ma¬ 
chine of the evil Von Max. 
He's reportedly hiding in 
Berlin, but he probably 
won't be there for long. In- 
telhgence reports indicate 



he's collecting special crys¬ 
tals he needs to tap into a 
massive power source. 

Although Guy Spy is an 
adventure game, it features 
cartoon-style animated 
characters over which the 
player has full control. 

ReadySoft 

























Heart of China 

T his game will re¬ 
mind you of nothing 
so much as those 
great thirties serial 
movies. As Jake Masters, 
cocky ex-WWI flying ace, 
you must rescue an 
industrialist's daughter 
being held hostage inside 
China. 

Vivid staging, evoca- 


however, 
will find 
thatHeartof 
CliiMfl holds 
plenty of 
excitement 
and fun. 

D)mamix 



tive music, 
and a great 
interface 
make this 
game a joy 
to play, but 
veterans of 
graphic ad- 
ventures 
may not find enough chal¬ 
lenge here. Most players. 


Indiana Jones and the Fate of Atlantis 


L ucasfilm Studios had 
no plans for another 
Indy Jones film, so 
the Games division 
created this new adventure. 
The game is based on a 
worldwide race with the 
Third Reich to find Atlantis 
and unlock its magic. 

Lucasfilm says that 
Atlantis is the largest, most 


complex game the company 
has ever pubhshed. More 
than 200 rooms and 100 



pieces of original art are 
included. 

Video rotoscoping is 
also used in this 256-color 
VGA game for highly real¬ 
istic effects. 

Lucasfilm Games 


Leisure Suit Larry 5: Passionate Patti 
Does a Little Undercover Work 


T he latest sequel in 
this spicy series 
marks the 1990s de¬ 



but of everyone's favorite 
lounge lizard. True to form, 
Larry is still the singles 
strike-out king and an un¬ 
mitigated fashion disaster. 

This time, his adult- 
oriented adventures are en¬ 
livened with256-color VGA 
graphics, 3-D animation, an 


original soundtrack, and a 
point-and-click interface. 
Those who prefer a female 
point of view can play the 
role of Passionate Patti. 

Sierra 


Les Manley in: Lost in L.A. 


I n his first adventure. 
Search for the King, Les 
Manley tracked down 
an elusive rock star. 
This time, Les travels to Los 
Angeles on vacation and 
soon becomes embroiled in 
a dastardly criminal plot in 
which someone is kidnap¬ 
ping the biggest stars in 
Hollywood. 


Lost in L.A. features 
an all-new point-and- 
click player interface, 
digitized speech and 
sound effects, 256-color 
VGA graphics with 
painted backgrounds, 
and digitized images of 
real actors. 



Accolade 

































Martian Dreams 


M artian Dreams is 
a science fiction 
adventure in the 
tradition of Jules 
Verne or H.G. Wells. In 
1893, several famous Victo¬ 
rian personages are acci¬ 
dentally rocketed to Mars 
via a capsule shot from a 
very large cannon, and 
you're part of the expedi¬ 


tion sent to rescue them. 

The VGA graphics 
are crisp and clean, and 
the interface doesn't bog 
you down. Martian 
Dreams is a fine interac¬ 
tive adventure which 
you can easily become 
engrossed in. 

Origin 



Martian Memorandum 


T ex Murphy, who 
debuted as pro¬ 
tagonist in Access's 
acclaimed Mean 
Streets, returns in this ad¬ 
venture to face murder, de¬ 
ception, sex, and prophecy 
as he investigates the mys¬ 
tery of the Martian Memo¬ 
randum. 

The game begins in his 



hometown of San Francisco, 
then moves outward in both 
time and space to the year 
2039. The game is heavily 


laced with humor, and it 
includes a context-sensitive 
on-line help feature so that 
beginners can make 
progress. 


Monkey Island II: LeChuck’s Revenge 



T he follow-up to 
1990's award¬ 
winning The Se¬ 
cret of Monkey 
Island, this high-seas 
adventure introduces 
several enhancements 
in graphics, animation, 
sound, music, and in¬ 
terface. LeChuck's Revenge 
is nonlinear in play so that 


gamers have several av¬ 
enues open at all times. 


Unlike the original, 
LeChuck's Revenge featmes 
three unique skill levels, 
each with different sets of 
puzzles. Both the witty hu¬ 
mor and many of original- 
cast characters are found in 
the sequel, however. 

Lucasfilm Games 


Police Quest III: The Kindred 


A s homicide detec¬ 
tive Sonny Bonds, 
the player follows 
a bloody trail of 
insanity, brutality, and 
gruesome ritual murders. 
The game, designed (as 
were the first two in the 
series) by former poUceman 
Jim Walls, incorporates au¬ 
thentic law-enforcement 


procedures, forensics, and 
crime lab techniques. 

Real actors were cap¬ 



tured on video to help cre¬ 
ate the 256-color VGA 
graphics, and the original 
soundtrack was com¬ 
posed by Jan Hammer, 
who wrote the music for 
the TV show "Miami 
Vice." 

Sierra 





































Space Quest 11/ 


I n this latest install¬ 
ment of the Space 
Quest series, ga¬ 
lactic hero and 
sanitation engineer Roger 
Wilco takes some major 
jaunts through time as he 
tries to stop Sludge 
Vohaul's plans for galactic 
domination. 

Space Quest TV features 


256-color VGA graphics, 
and also sports a new a 
point-and-click interface 
that eliminates typing of 
commands. If you enjoy 
finding wacky solutions 
to even wackier prob¬ 
lems, you'll love Space 
Quest IV. 



Sierra 


Star Trek: The 25th Anniversary 


T o re-create the feel 
and the adventure 
of the original TV 
series. Star Trek 
combines role-playing with 
a space-flight simulator. 
You take command of the 
U.S.S. Starship Enterprise 
and control phasers, photon 
torpedoes, shields, com¬ 
munications, and the 



starship's warp drive. 

Other design touches 
include 256-color VGA 
graphics, a complete mu¬ 
sical score with digitized 
sound effects from the TV 
series, and a point-and- 
click player interface. 

Interplay 


Timequest 

T he plot of Timequest 
has a promising 
concept: Time 

travel has been 
perfected in the 21st cen¬ 
tury, and a madman has 
journeyed into the past and 
altered critical events. It's 
your job to travel through 
time to nullify the results of 
his meddling. 



Fortunately, Timequest 
delivers on its promise. 
Great EGA graphics will 


catch your eye, but at 
heart Timequest is a text 
adventure. Compul¬ 
sively playable and ex¬ 
tremely challenging, 
Timequest is a winner. 

Legend 


Uncharted Waters 


K oei's first role- 
playing adventure 
is set in the six¬ 
teenth century af¬ 
ter Spain's naval victory 
over the Ottoman Turks. 
The seas are opjen, and the 
player is an explorer. 

The game is open- 
ended — the player can ex¬ 
plore and try for fortune 



through trading, piracy, or 
gambling. Rival ships and 
storms keep things quite 
interesting. 

Koei 


COMING SOON. 

Corporation — Virgin Games 
D/Generation — Software Toolworks 
Spellcasting 201: The Sorcerer's Appliance 
— Legend Entertainment 









































Castles 

T he world's first 
castle-building 
simulation uses as its 
historical model the 
actual 11th-century fortifi¬ 
cation program Edward I 
undertook to pacify Wales. 
It's your responsiblity to 
hire workers and recruit 
troops for defense, and you 
alone determine the place¬ 



ment, size, and de¬ 
sign of your castle 
(or series of castles 
in the campaign 
mode). 

Castles is a lot 
of fun, but to get 
the most from the 
program you need a mouse 
or joystick, and a minimum 
computing speed of lOMhz. 


Interplay 


Cluilization 


C ivilization is the lat¬ 
est game by Sid 
Meier, the designer 
of Railroad Tycoon, 
F-19 Stealth Fighter, and F-15 
Strike Eagle. It's an epic 
simulation that begins in 
4000 B.C. 

The player must de¬ 
velop an entire civilization 
from a small, nomadic tribe. 


If such issues as 
economics, politics, 
and defense can be 
balanced, the play¬ 
er's society will sur¬ 
vive up to present 
times, when he'll 
have to face such 
modern problems 
as pollution and 
nuclear energy. 



MicroProse 


CMI War 



U sing 256-color 
vector graphics 
and 3-D surface 
modeling tech¬ 
niques, Civil War re¬ 
creates the terrain and 
conditions faced by 
military leaders in 
America's bloodiest 
war. AsaUnionorConfed- strategy and lead your 
erate general, you plot your forces into classic battles. 


much as the real gener¬ 
als did in the 1860s. 

The player inter¬ 
face is graphics-ori¬ 
ented, and you can use 
a mouse, joystick, or the 
keyboard. Animation 
sequences and an origi¬ 
nal musical soundtrack 
add to the drama. 

Ninga 



Conflict: Middle East 


W ith this strategic 
war game, you 
can refight the 
entire 1973 
Arab-Israeli conflict or try a 
hypothetical 1990s scenario. 
Either way, you have full 
control over every detail of 
the land and air battles, in¬ 
cluding individual infantry 
squads, vehicles, and gun 


tubes. You also 
have to keep track 
of such factors as 
weather, supplies, 
and politics. 

Six difficulty 
levels make the 
game suitable for a 
wide variety of players, and 
the game system is based 
on SSI's Red Lightning. 

































UEmpereur 

K oei's first historical 
simulation based 
on Western Civili¬ 
zation visits Eu¬ 
rope in the late eighteenth 
century. In UEmpereur, the 
player takes on the role of a 
young Napoleon as he be¬ 
gins his rise to power. 

If you make the right 
strategic moves and are able 



to climb the ladder 
from commander to 
emperor, you must 
organize your troops 
and then do battle 
against Denmark, 
Sweden, Russia, 
Hungary, Spain, 
Britain, Austria, and 
the Ottoman Turkish Em¬ 
pire. 


Koei 


Medieval Lords 


I f you can get past the 
blocky graphics (there's 
only one screen), you'll 
find Medieval Lords to be 
a fascinating game. Al¬ 
though there's a lot of con¬ 
quering and defending to 
do throughout Europe and 
the Middle East, the true 
object of the game is the 
gradual creation of a viable 


nation-state. 

You play as an 
advisor, not as a 
ruler. This gives 
you opportunities 
to manipulate a 
weak ruler, or take 
creative advantage 
of a wiser, stronger 
figure. 



No Greater Glory 


T his simulation covers 
the entire Civil War, 
including land and 
sea battles, and po¬ 
litical, economic, and dip¬ 
lomatic events. 

In the role of Abraham 
Lincoln or Jefferson Davis, 
the player directs a complete 
war effort. That includes 
mobilizing armies, choosing 



generals, mapping strategy, 
raising money, obtaining 
supplies, deal¬ 
ing with do¬ 
mestic unrest 
and political ri¬ 
vals, and nego¬ 
tiating with the 
French and 
British. No 
Greater Glory is 


aimed at intermediate to ad¬ 
vanced players. 


Patton Strikes Back 


T his latest effort from 
Chris Crawford, 
who designed 
Patton vs. Rommel, 
Balance of Power, Balance of 
the Planet, and many other 
games, is based on the Battle 
of the Bulge in December 
1944, when Germany made 
its last desperate attempt to 
stave off defeat in World 


Warn. 

German Panzer divi¬ 
sions have surrounded an 
American force, and Gen¬ 
eral Patton is trying to 
break through to their 
rescue. The simulation 
designed is for novice as 
well as experienced war 
gamers. 



Broderbund 





























Romance of the Three Kingdoms II 


S et in the second Han 
Dynasty of China, 
this historical simu¬ 
lation puts the 
player in the role of one of 
350 generals struggling for 
control of the covmtry. Good 
strategy includes making 
decisions that breed loyalty 
of the people, developing 
alliances with other gener¬ 



als, and obtaining the spoils 
of war to increase fight¬ 
ing abilities. 

This sequel offers 
several improvements 
over the original title: 
better graphics, more 
detailed scenarios, and 
enhanced tactical and 
strategic options. 


Koei 



Secret Weapons of the Luftusiaffe 


B ased on therather 
unusual aerial 
weapons devel¬ 
oped late in 
World War n by Nazi sci¬ 
entists, this air combat 
simulator has a variety of 
features. The player can 
fly any number of super 
planes and take off on his¬ 
torically based: 


Secret Weapons includes 
something for strategy lovers 
as well as action fans, with 
burning engines, oil leaks, 
bullet holes, explosions, etc., 
as combat highlights. The 
game accommodates begin¬ 
ners (flight school) and ac¬ 
complished simulator pilots 
(expert mode). 

Lucasfilm Games 


Western Front 


B eginning with D- 
Day on Jime 6,1944, 
and extending into 
1945, Western Front 
is a World War II strategy 
simulation that encom¬ 
passes the Allied liberation 
of France and the invasion 
and defeat of Italy and Ger¬ 
many. 


It's the most recent 
war game by Gary 
Grigsby, author of the 
earlier SSI war games 
Second Front and Ty¬ 
phoon of Steel. The game, 
for one or two players, 
is recommended espe¬ 
cially for advanced war 
gamers. 

SSI 



COMING SOON... 


Medieval Warriors — Merit Software 
Utah Beach — Interstel 



Medieval Warriors 








































Amariilo Slim: Dealer's Choice 


T his game lets the 
player select from 
four variations 
(high, low, high-low 
declare, high spade in the 
hole) of seven popular 
poker games (five-, six-, or 
seven-card stud, five-card 
draw, hold 'em, Mexican 
stud, and Forty 4). 

Pro player Amarillo 


Slim provides on-line 
advice for betting and 
game strategies. From 
two to seven computer 
players can compete, 
and the player can de¬ 
fine the personalities— 
from casual to expert 
— of the competitors. 



Villa Crespo 



Chip’s Challenge 


T his unique game first 
appeared on the 
hand-held Atari 
Lynx in 1990 and 
soon hooked thousands of 
videogamers. You play a 
teenager named Chip who 
must solve 144 puzzles to 
join an exclusive computer 
club. Each puzzle-level re¬ 
quires you to collect micro¬ 


chips while over¬ 
coming obstacles 
and avoiding clever 
traps. It demands 
both quick thinking 
and good hand-eye 
coordination. Don't 
be fooled by the first 
few levels; this 
game rapidly be¬ 
comes a real brain-twister. 


Epyx 


LexhCross 


L exi-Cross is a futuris¬ 
tic game show that 
combines elements of 
"Wheel of Fortune" 
and Scrabble. Even if you 
don't like those games, 
however, you could get 
hooked on Lexi-Cross. 

You and your oppo¬ 
nent are each given a hid¬ 
den crossword puzzle. You 



turn tiles to reveal the 
puzzle, then guess at letters 
in the puzzle. 

Solve two out 
of the three 
puzzles, and 
it's on to the 
bonus round. 

Fast play and 
tough puzzles 
make Lexi- 


Cross a winner. 

Interplay 


Nemesis 


G o is a strategic board 
game that origi¬ 
nated in China 
more than 4,000 
years ago. Today it's played 
by over 25 million people, 
particularly in Japan, where 
businessmen supposedly 
derive their marketing 
strategies from the game. 
Nemesis is a computer¬ 


ized version that lets you 
play solitaire and also 
serves as a teacher for be¬ 
ginners. It offers handi¬ 
capping, instant replays, 
Japanese or Chinese rules, 
adjustable difficulty levels 
(from novice to tourna¬ 
ment-level), and many 
other features. 


Toyogo 



























































Pick W Pile 

T he goal of Pick 'N' Pile 
is to remove differ¬ 
ently colored balls 
from the screen by 
stacking balls of similar 
color. Various obstacles are 
dropped into the screen 
which make your task in¬ 
creasingly difficult, and a 
ticking clock doesn't do 
much to help you relax. 


Pick 'N' Pile is a 
simple game, the kind 
that can addict you 
quickly if it gets its hooks 
in you. It's a brain-teaser 
that requires good hand- 
eye coordination. 



Stanford Wong's Video Poker 



T his game offers 
five different 
video poker 
games based on 
those found on casino 
machines. Players can 
compete against the 
computer or against a 
human opponent. 

As in all Villa 
Crespo titles, on-line advice 


about game strategy is al¬ 


ways available so that the 
player can understand 
more about the expected 
rate of return when playing 
in a real casino. Game fea¬ 
tures include card anima¬ 
tion, totally random shuf¬ 
fles, andthree levels of 
sound. 


Villa Crespo 


Troika 

T roika is actually three 
games in one: "Rebel 
Planets" is a space 
shooter, "Metal 
Hearts" will remind you of 
Lucasfilm's Pipe Dream, and 
in "Ivan's Time Machine" 
you guide your character 
through a series of mazelike 
rooms. 

Despite the inevitable 


first impression that 
T roika is a rehash of tired 
game themes, its for¬ 
giving nature sets it 
apart from the crowd. If 
you like arcade games 
but don't enjoy the 
usual attendant frus¬ 
tration, give Troika a try. 
It might addict you. 



Trump Castle 11 


A lthough this game 
tries to bring the 
famous casino to 
your personal 
computer, it doesn't fully 
succeed in recreating the 
ambience of the famous re¬ 
sort. Digitized photos set 
the stage as you move 
throughout the resort, and 
you can eavesdrop on con¬ 



versations at the gam¬ 
ing tables. 

But the games here 
— baccarat, blackjack, 
craps, roulette, slots, and 
video poker — all play 
well enough, and 
each package includes a 
coupon for a discount on 
accommodations at the re¬ 
sort. 


Capstone 

































Wheel of Fortune 


G ameTek has been 
been making PC 
versions of televi¬ 
sion game shows 
for a while now, and they're 
getting quite good at it. 
Wheel of Fortune is a perfect 
example. It's faithful to the 
game show in almost every 
respect — the only things 
missing are actual prizes 


and (strangely enough) 
Pat Sajak. 

The game plays ex¬ 
actly as on TV, and the 
interface is very easy to 
learn. Fans of the show 
couldn't ask for a more 
accurate adaptation. 

GameTek 




Wordtris 


A cross between 
Tetris and a 
word puzzle, 
this game re¬ 
quires both strategy and 
fastreflexes. In Wordtris, 
the player must ma¬ 
nipulate single-letter 
tiles as they fall, and try to 
match them with other let¬ 
ter tiles below to form a 


word. 

The ultimate goal is to 
make as many words as 


possible to achieve the 
highest score. Scoring is 
based on complexity of 
words and selected diffi¬ 
culty level. Like Tetris, 
Wordtris is highly addictive. 

Spectrum Holobyte 


World Champion Backgammon 


A dhering to the of¬ 
ficial rules of 
backgammon, this 
realistic simulation 
for one or two players of¬ 
fers a number of handy fea¬ 
tures. There are three levels 
of play, an optional dou¬ 
bling cube, the capability of 
customizing your opening 
stone positions, a fast¬ 


counting help function, 
the option of using 
computer dice or your 
own, and the automatic 
calculation of stone po¬ 
sitions. 

In tournament play, 
the program automati¬ 
cally keeps track of the 
players' win-loss records. 

Ninga 



World Champion Cribbage 


T his game is faithful 
to the official rules 
of cribbage and is 
one of the most re¬ 
alistic cribbage simulations 
available. Features include 
two levels of play, long 
games (121 points) and 
short games (61 points), 
four different decks of 
cards, sorted deals, optional 


1 


I 

* 

p i 

ly 


auto-counting and dealing, 
optional Muggins rules, 
and win-loss records for up 
to nine players. 

Ninga 


COMING SOON... 


Bridge Baron — Capstone 

Chessmaster 2400 — Software Toolworks 

Home Casino — Virgin Games 

Hoyle Book of Games, Vol. 3 — Sierra 

Lotto Gold — Capstone 

Super feopardy — GameTek 

Super Tetris — Spectrum HoloByte 









































A-nO Tank Killer 7.5 



T he player flies an fects and a stereo 
A-10 Thunderbolt soundtrack have also been 
II against Iraqi 
tanks in this up¬ 
graded version of A-10 
Tank Killer. Ne-w flight 
modehng simulates the 
action of external forces 
on the plane, increasing 
the sense of realism. 

All-new sound ef- 


added. The new documen¬ 
tation includes detailed in¬ 
formation on the A-lO's 
performance in the Persian 
Gulf war. And all 14 mis¬ 
sions from the original 
game include improved 
better graphics and anima¬ 
tion. 


Dynamix 


Big Busine$s 


H ere's a "semi-real¬ 
istic wacky simu¬ 
lation" that lets 



you experience the joys and 
calamities of wielding 
enormous corporate power. 
You must spend, borrow, 
advertise, and make pro¬ 
duction decisions, but 
you're not required to get 
bogged down in the tedium 
of daily business operations 
— you only deal with the 
fun stuff. 


This high-spirited and 
enjoyable game comes with 
a bonus program called 
Wall$treet, a serious, no- 
nonsense stock market 
simulation; together, they 
make an attractive package. 

DigiTek 


Chuck Yeager’s Air Combat 

T his is one of the fin¬ 
est air combat 
simulations avail¬ 
able. You can fly six 
planes on real-life missions 
from three different con¬ 
flicts, and a mission 
customization option lets 
you create the dogfight of 
your dreams. 

The animation and 



graphics create an incred- depth and motion. And if 
ibly authentic sense of you have one of the sup¬ 
ported sound boards, 
vou'll hear some great 
sound effects. Chuck 
Yeager's Air Combat de¬ 
livers white-knuckled 
action from takeoff to 
landing! 


Electronic Arts 


Crisis in the Kremlin 


T his simulation chal¬ 
lenges the player to 
pull the Soviet 
Union out of crisis 
and move the country into 
the twenty-first century. 

A complex, "what-if" 
game, it lets the player ini¬ 
tiate pohcies, budgets, and 
reforms—with an objective 
of staying in power for 30 


years. Losses must be 
turned into profits, re¬ 
publics must be pre¬ 
vented from defecting, 
and loyalty must be 
maintained. Newspaper 
and TV reports, and of¬ 
fice memos, provide 
feedback to the player. 

Spectrum Holobyte 
































Falcon 3.0 


F alcon 3.0, the latest 
upgrade to the 
best-selling Falcon, 
pushes the limits 
of today's top-end PCs to 
deliver an amazingly au¬ 
thentic flight experience. 

256-color VGA graph¬ 
ics, a newly developed 360- 
degree Padlock viewing 
system that mimics real-life 


cockpit awareness, and 
contoured terrains taken 
from topographical 
maps are just some the 
new features. You'll 
need at least a 386 and 
VGA graphics to get the 
most out of Falcon 3.0. 

Spectrum Holobyte 



F~il7A Stealth Fighter 2.0 



T his updated ver¬ 
sion oiF-19 Stealth 
Ff^/zfer includes 
a more realistic 
cockpit, an instant-re- 
play option, night scenes 
with special head-up 
displays (HUD), cluster 
bomb explosions, 
graduated horizons, and 
improved landscapes. 


Three new regions (Co¬ 
lombia/Panama, northern 


Japan, and Iraq) have been 
added to the six areas found 
in the original game, and 
another feature allows for 
the addition of more re¬ 
gions in the future. Enemy 
intelligence has also been 
enhanced. 


MicroProse 


F-75 Strike Eagle II Scenario Disk — 
Operation Desert Storm 


I n this scenario disk 
for use with the 
popular F-15 Strike 
Eagle II, you can fly 
any of eight historically 
accurate missions from 
Operation Desert Storm, or 
choose from an array of 
general air strikes. 


You can knock out 
Iraq's early-warning radar 
facilities, weaken Saddam's 
command-and-control 
structure by hitting the De¬ 
fense Ministry, or hunt for 
fixed-site or mobile Scuds. 
Two other theaters of op¬ 
eration — North Cape and 


Central Eu¬ 
rope—are in¬ 
cluded. 

MicroProse 



F-29 Retaliator 



W ith all the or F-29 missions in four the- 

flight simu- aters of operation. In most 
lators on 
the mar¬ 
ket that require hot-rod 
computers, it's nice to see 
one that flies smooth!} 
on a 286 or even a fast 
XT. Actually, it may run 
a bit too fast on a 386/25. 

You fly either F-22 


respects this is a good 
simulator, but the simpli¬ 
fied ground detail means 
you must constantly check 
your altitude. 


Ocean 






























Gunship 2000 


I n this follow-up to 
Gunship, an AH-64A 
Apache simulation, 
the player chooses 
from three types of U.S. 
Army attack helicopters for 
combat missions in the Per¬ 
sian Gulf or central Europe. 

Options include train¬ 
ing, single- and multiple- 
helicopter missions, and a 


campaign mode with a map 
that shows the tides of 
battle. A mission editor lets 
you design, edit, and save 
your own scenarios. A new 
technique called "topo¬ 
graphical 3-D graphics" 
creates more realistic ter¬ 
rain. 

MicroProse 



JetFighter // 


W ithin weeks of 
its release, 
this se¬ 
quel to 
the hugely successful 
JetFighter reached the 
number two spot on the 
SPA hit list. You can 
choose to fly any of four 
planes — the F-23, F-14, 
F16, or an F/A-18. 


The graphics — par¬ 
ticularly ground detail and 



horizons — look great, and 
over 100 missions give this 
simulation a lot of variety. 
Flight simulator buffs will 
definitely want to put 
JetFighter II through its 
paces. 


Velocity 


Life and Death II 



m ife and Death, the 

m world's first sur- 

gery simulation, 
startled the PC 
world when it was released 
several years ago. In it, you 
examine patients, make di¬ 
agnoses, and perform ab¬ 
dominal surgery (complete 
with blood and glistening 
organs). 

You graduate to 1 
brain surgery in this se- 1 
quel. There's more am¬ 
bience than in the origi- 1 
nal (hospital staffers are I 
entangled in messy per- I 
sonal relationships) and I 
disturbingly realistic 
VGA graphics. If you 
liked the first game, you' 
love Life and Death II. 



' 11 Assistant: 

(if 1 Quack." 

Software Toolworks 


MegaFortress: Flight of the Old Dog 


B ased on the 
best-selling 
novel Flight of 
the Old Dog by 
Dale Brown, Mega¬ 
fortress puts the player 
in the pUot's seat of a B- 
52 bomber that has been 
radically modified to in¬ 
corporate new stealth 
technology. 



The player's mission is 
to fly the plane against a 
Soviet laser installation on 
the Kamchatka Peninsula. 
Game features include 256- 
color VGA graphics and 
compatibility with all ma¬ 
jor sound boards. 

Three-Sixty 



























Shuttle 


T his is a truly com¬ 
prehensive, highly 
detailed simulation 
of NASA's space 
shuttle. Based on NASA 
specs, the simulation offers 
real time play for a variety 
of missions, including de¬ 
ploying and repairing sat¬ 
ellites, attaining correct re¬ 
entry trajectory, making 



complicat¬ 
ed land¬ 
ings, etc. 

You can 
also play in 
"advance 
time" to 
speed up 
operations. 

Shuttle offers dozens of 
background-information 


screens on 
shuttle and space 
exploration. Ac¬ 
tual land and star 
maps were used 
to ensure com¬ 
plete accuracy. 

Virgin Games 


SimAnt 


axis has moved 
from the macro 
world of Sim- 
Earth to the mi¬ 
cro environs of SimAnt, the 
company's latest release. 
The simulation puts the 
player in charge of an ant 
colony out to conquer a 
suburban backyard. 

The player controls one 


particular ant and manipu¬ 
lates the composition and 




behavior of the colony 
to overcome rival red 
ants, a hungry spider, 
and human feet in order 
to reach the goal — the 
house and its abundant 
food supply. 


Maxis 


SimEarth 



T he creators of 
SimCity developed 
this very impres¬ 
sive simulation. 


Super Car Pak 

C apstone has a good 
idea here — bun¬ 
dle three pro¬ 
grams in one pack¬ 
age and give the PC user 
his money's worth. If 
you've never driven Ferrari 
Formula One from Elec¬ 
tronic Arts or Accolade's 
Grand Prix Circuit, this is an 
especially good value. 


SimEarth incorporates 
much of what's known 
about planetary evolution 
and presents it in an easily 
accessible form. 

SimEarth combines that 
information with the power 
to alter geological and at¬ 
mospheric factors, allowing 
you to shape worlds from 
their infancy. You can also 


work with the ecology of 
existing planets, and bring 
life to places it never ex¬ 
isted. With all the informa¬ 
tion here, SimEarth is also an 
excellent teaching tool. 

Maxis 



COMING SOON... 

Aces of the Pacific — Dynamix 
Thunderhawk — Virgin 
Top Gun 2 — Konami 


These two simulations 
are bundled with Exotic Car 
Showroom, which features 
VGA digitized photos of 15 
high-performance cars. 

Capstone 






MUL^TIQIMS 































ABC Wide World of Sports Boxing 


T his game combines 
action with role 
playing. In addition 
to controlling your 
boxer in the ring, you also 
make career decisions as 
your boxer moves up the 
ranks. You can use your 
winnings to buy equipment 
and hire new managers and 
trainers. 



Bouts take place against 
digitized likenesses of real 
boxers, and you can fight 
against computer oppo¬ 
nents or spar with a friend. 
You can create your own 
boxers from a selection of 
faces, hair, skin color, and 
trunks. 


Data East 


Bill Elliott’s NASCAR Challenge 


I f NASCAR's muscle 
cars rev your engine, 
check out 
Bill Elliott's 
NASCAR Chal¬ 
lenge. It's the 
first PC game 
endorsed by 
NASCAR, and 
Elliott helped 
with the design. 


There's more involved 
here than driving. You 
choose a car 



cisions. Other racing simu¬ 
lations have easier-han¬ 
dling cars and better 
graphics, so how you rate 
this one probably depends 
on how much you like 
NASCAR racing. 


Konami 


Bo Jackson Baseball 


T his strategy-ori¬ 
ented game offers 
three play modes: a 
lone player can 
challenge a computer-con¬ 
trolled major league team; 
two players can face each 
other in an exhibition game; 
and as many as 26 players 
can compete in a league. 
You can create new 


teams using more than 100 
different player statistics. 



including 33 categories for 
pitching and 16 for hitting. 
This enables the player 
to customize an indi¬ 
vidual player or a whole 
team. 

Data East 


The Dream Team 3 on 3 Challenge 


P atrick Ewing, Do¬ 
minique Wilkins, 
and Joe Dumars 
make up the 
Dream Team of the title (al¬ 
though its hard to tell who's 
who, since the players look 
and play the same). 

The inclusion of 16 pre¬ 
programmed plays (four 
are active at once) saves the 


game from becoming a 
jump-shooting contest, 
and the elaborately de¬ 
tailed courts are a real 
visual treat. Warning: 
game play is sluggish 
on anything less than 
a 386. 



Data East 
























Earl Weaver Baseball II 


E arl Weaver Baseball 
II continues the 
fine tradition set 
by its predecessor. 
You can choose to simply 
manage your team, or you 
can take direct control of 
pitchers and batters, with 
plenty of options for con¬ 
trolling their actions. 

The players are large 


and realistic, and the VGA 
graphics are much better 
than in its predecessor. The 
instant replay camera fea¬ 
tures six angles, with a 
"director" mode that shows 
the replay from the best 
perspective. This is a great 
baseball simulation. 

Electronic Arts 



Links Course Disks 


T he original Links 
package was ac¬ 
claimed as one 
of the most real¬ 
istic golf simulations for 
the PC, and the release 
of each add-on course 
disk gives it even more 
depth and variety. 

The courses — 
Bountiful in Utah, Firestone 



in Ohio, Bay Hill in Califor¬ 
nia, Pinehurst in North 
Carolina, and Barston 
Creek in Texas — provide 
the player with a wide as¬ 
sortment of challenges. If 
anything, the graphics 
seem to be getting better 
with each course. 


Access 


Mario Andretti’s Racing Challenge 


I n this simulation you 
get to play out an en¬ 
tire career path as a 
race driver, starting (as 
Andretti did) with sprint 
cars on dirt tracks. As you 
earn victories, you also seek 
out financial sponsors, and 
eventually progress to new 
circuits — stock cars, pro¬ 
totypes, Formula Ones, and 


Indy cars. 

Andretti helped out 
with the design, and his in- 
putshows. Each car handles 
differently, and the graph¬ 
ics and sound are excellent. 
One ofthebestracing simu¬ 
lations around. 

Electronic Arts 



MicroLeague Baseball: 
The Manager’s Choice 


M icroLeague's 
baseball simu¬ 
lations are for 
players who 
want to call all the shots, 
and this latest upgrade 
doesn't change that for¬ 
mula. The difference is in 
the interface, which consists 


of menus (the earlier edi¬ 
tions relied on keystrokes). 

The Manager's Choice 
features an option for com¬ 
puter-controlled play for 
quick results, a Stats Com¬ 
piler program for league 
creation, and plenty of real¬ 
istic choices on offense and 



defense. 

There's no 
arcade ac¬ 
tion, though 
— players' 
actions are controlled solely 
by menu selections. 


MicroLeague 































Mike Ditka Ultimate Football 


E ndorsed by the 
Chicago Bears 
coach, this simula¬ 
tion emphasizes 
strategy and action. The 
player can coach a team 
from any NFL city, make 
all the calls on offense or 
defense, and play a game or 
a full season. 

Television-style 


graphics (256-color VGA 
with digitized characters) 
add graphic realism. You 
can choose from four dif¬ 
ferent viewing angles for 
game play and instant re¬ 
plays. You select from a 
large playbook of pro plays, 
or design your own. 

Accolade 



Personal Pro 


I f you play golf and feel 
that your swing can 
stand some im¬ 
provement, Per¬ 
sonal Pro might be just 
what you're looking for. 

Personal Pro is a tu¬ 
torial which tailors its 
advice specifically to 
your game. Your an¬ 
swers to multiple- 


choice questions determine 
your problem area, then the 



program points to a likely 
cause. Finally, a digitized 
golfer displays what you're 
doing wrong, and how to 
correct the problem. A 
unique software package 
for linksters. 


MicroLeague 


Playmaker Football 


E very coach in the 
NFL would love to 
have the kind of 
control over his 
team that Playmaker Football 
offers PC football fans. You 
run the whole show—from 
drafting players to execut¬ 
ing plays from a playbook 
you've created. 

Use the Chalkboard 


Editor to design plays, 
then draft players to fit 
your offensive and de¬ 
fensive styles. Clean, 
unobtrusive graphics 
give you a clear view of 
all the action. For foot¬ 
ball fanatics and casual 
fans alike. 



Broderbund 


Pro Tennis Tour 2 


T he first version of 
this action-oriented 
simulation amazed 
tennis fans with its 
realistic game play and at¬ 
tractive graphics. Pro Ten¬ 
nis Tour 2 offers improved 
graphics, better sound ef¬ 
fects, a more powerful 
training mode, statistics on 
your player's physical 



condition, full-court move¬ 
ment, and any stroke pos¬ 
sible in real tennis — in¬ 


cluding lobs, forehands, 
and smashes. 

You can play singles, 
doubles, or triples with 
male or female players, 
and compete on grass, 
clay, or hard-surfaced 
courts. 


Ubi Soft 






























Tony LaRussa’s Ultimate Baseball 


T his sports simula¬ 
tion represents a 
departure for SSI, 
which built its 
reputation on war games 
and fantasy' role-playing 
adventures. LaRussa is an 
outstanding baseball game 
that's a blend of action and 
strategy with detailed sta¬ 
tistics. 



Features include pitch 
selection (type and loca¬ 


tion), pickoffs, fly-ball 
tracking, and multiple field 
views. League directo¬ 
ries and player stats are 
featured for those who 
want to model games or 
seasons after the big 
leagues. 

SSI 


Wayne Gretzky Hockey 2 


A lthough Wayne 
Gretzl^ Hockey fea¬ 
tures a number of 
improvements 
over its highly acclaimed 
predecessor, all the essen¬ 
tials — including the over¬ 
head perspective—remain 
the same. 

The enhancements are 
numerous and significant. 


PT 

An especially nice touch 
is the play editor — de¬ 
spite hockey's often cha¬ 
otic appeamce, there re¬ 
ally are set plays, and this 
feature adds a healthy 
dose of realism. The sole • 
shortcoming here is that 
only two teams come 
with the game (separate 
team disks are available). 






Bethesda Softworks 


World Class Soccer 


T here are a lot of nice 
touches in World 
Class Soccer: you can 
choose your team 



from the 24 countries rep¬ 
resented in the 1990 World 
Cup tournament, a variety 
of formations are available, 
and you can pick a lineup 
from actual players. 

The graphics, though 
not outstanding, are ad¬ 
equate, and the overhead 
view is very functional. 
Keyboard control is awk¬ 


ward, however, and some 
copies of the game tend to 
go haywire after a few min¬ 
utes of joystick control. 

U.S. Gold 


COMING SOON... 

Franchise Football League Fantasy Football — Bethesda 
Grand Prix Unlimited — Accolade 
Jack Nicklaus Presents the Major Courses of the 
U.S. Open — Accolade 

Jack Nicklaus Presents the Major Championship Courses 
of 1991 — Accolade 
MicroLeague Basketball: The Coach's Challenge — MicroLeague Sports 
NCAA Basketball: Road to the Final Four — Bethesda 
Over the Net — Merit 
Team Suzuki — Konami 
Tie-break Tennis — DigiTek 
Winter Festival — Accolade 



Tie-break Tennis 
























The Ancient Art of War in the Skies 


W orld War I air 
combat is the 
subject of this 
latest install¬ 



ment in the Ancient Art of 
War series. It combines 
strategy and action to 
simulate both bombing and 
dogfighting. 

Players deploy their 
bombers, then take control 
of individual planes when 
enemy contact is made. Up 
to six planes can dogfight 
simultaneously, and his¬ 


torical pilots from WWI fly 
according to their actual 
styles. A wide range of op¬ 
tions can be modified to af¬ 
fect game play. 

Broderbund 


Bart Simpson’s House of Weirdness 


att Groening, 
creator of "The 
Simpsons," as¬ 
sisted with the 
design of Bart Simpson's 
House of Weirdness, which 
helps give it some of the 
atmosphere of the TV show. 

In this adventure game, 
Homer's grounded Bart 
until he's "ready to act like 




a human being," and the 
player helps him escape 
confinement. Once free, 
he travels through sev¬ 
eral locales in search of 
"the coolest item in the 
universe." You probably 
already know if this is 
up your alley. 


Konami 


Battlefield 2000 


T his armored-war- 
fare simulator lets 
you control an in¬ 
dividual tank on 
the battlefield or 
take strategic 
command of an 
entire armored 
unit. A variety of 
controls and in¬ 
struments are 


found inside each tank. 

Hits can result in simu¬ 
lated damage to every ma¬ 
jor system, including the 
engine, 
transmis¬ 
sion, sus¬ 
pension, 
weapons, 
optics, 
and com¬ 


munications. A construc¬ 
tion set allows the player to 
design his own battle sce¬ 
narios and battlefields, 
complete with 256-color 
filled-polygon graphics. 

Data East 



Battle Isle 

T his game doesn't 
simulate a histori¬ 
cal conflict, but 
instead puts the 
player in command of a fic¬ 
titious modern army and 
navy on a world map that 
changes with each level. 
The first few levels are 
geared to the player learn¬ 
ing to manage forces during 


land, sea, and air battles. 

The game quickly be¬ 
comes more challenging, 
however, with the ultimate 
goal being to capture en¬ 
emy headquarters on all 32 
maps. Strategic play is in¬ 
terspersed with action 
combat scenes. 

Ubi Soft 

































Breach 2 

e reach 2 combines 
sophisticated 
squad-level com¬ 
bat simulation 
with a dash of sci-fi role- 
playing adventure. You 
lead a squad of space ma¬ 
rines fighting a series of 
battles against aliens. After 
each successful battle, your 
abilities and experience in¬ 



crease in the clas¬ 
sic role-playing 
manner. 

Mindcraft's 
most recent game. 

Rules of Engage¬ 
ment employs 
Breach 2 for invasions and 
boarding sequences. Breach 
2 has questionable mouse 
support, and the keyboard 


controls take some time to 
master. 

Mindcraft 


Covert Action 



F rom the creator of 
the award-winning 
Railroad Tycoon 
comes this role- 
playing strategy game of 
espionage and interna¬ 
tional intrigue. The 
player takes on the role 
of Max Remington, the 
world's only freelance 
secret agent.. 


Working at the request 
of the CIA or the President, 


you prevent crimes 
planned by the enemy — 
but each crime is only a part 
of an overall plot. The game 
takes place in the Middle 
East, Europe, and America. 

MicroProse 


Cybercon III 


T he goal in this ac¬ 
tion-adventure fu¬ 
turistic strategy 
game is to destroy a 
super defense computer, 
Cybercon III, which has 
gone mad. Equipped with 
armor salvaged from the 
wreckage of previous on¬ 
slaughts against Cybercon, 
the player must penetrate 



the defense complex to 
reach Cybercon's brain 
stem and deactivate it. Once 


the player gets in, he 
must also get out. 

The game features 
more than 400 different 
rooms and a variety of 
scrolling arcade se¬ 
quences with 3-D 
graphics. 


U.S. Gold 


DinoWars 


I f you or someone you 
know is fascinated by 
dinosaurs, check out 
DinoWars. It's played 
like a board game, with two 
armies of dinosaurs at¬ 
tempting to stave off ex¬ 
tinction. Games are won by 
capturing your opponent's 
egg or by wiping out the 
opposing army. 


The dinosaurs have 
differing strengths, so 
strategy is very chesslike. 
An arcade-style Battle op¬ 
tion pits two dinos in com¬ 
bat, and an on-disk ency¬ 
clopedia contains plenty of 
info about the "terrible 
lizards." 

DigiTek 



















































Elite Plus 

T his is the sequel to 
Elite, a space-ex¬ 
ploration game 
released in 1986. 
The game has been updated 
with state-of-the-art poly¬ 
gon graphics, faster anima¬ 
tion, new sound effects, an 
icon-driven player inter¬ 
face, more elaborate docu¬ 
mentation, detailed star 



maps, and six missions in¬ 
stead of three. 


The player takes the 


role of an ambitious 
starship pilot who must 
manipulate traders, form 
political alliances, defeat 
space pirates, and outwit 
aliens to become part of the 
Elite. 

MicroPlay 


Flames of Freedom 


T his is the sequel 
to Midwinter, a 
strategic war 
game set in 
2099 after an ice age has 
rendered most of Earth 
uninhabitable. Inflames 
of Freedom, the ice has 
begun to thaw. The 
peaceful citizens of 
Midwinter Isle are 



forced to flee the floods. 

The refugees reach a 
land dominated by a cruel 
government so powerful it 
can be toppled only from 
within. The player's role is 
a revolutionary leader 
who foments discontent 
throughout the empire. 

MicroPlay 


Hare Raising 

other's gone 
shopping, and 
guess who's 
been the given 
the job of watching Baby 
Herman? Baby Herman 
makes a fast escape, and 
you control Roger as he 
moves through seven haz¬ 
ard-filled scenes in search 
of the tyke. 



Havoc 



The graphics, ani¬ 
mation, and sound are 
all up to Disney's high 
standards. Although 
experienced problem- 
solvers may find the 
game a little too short, 
most players will be en- 
tranced by the cartoon 
mayhem and Rube Gold- 
berg-style puzzles. 


Disney 


Hyperspeed 


T his sequel to Light- 
speed plays almost 
exactly like its pre¬ 
decessor. You com¬ 
mand a Trailblazer dread¬ 
nought scouting ahead of a 
fleet of Terran colony ships 
looking for habitable plan¬ 
ets. 

You interact with a 
wide variety of alien species 



(some of which are very 
creatively rendered), 
and your success in these 
encoimters affects later 
game play. There's no 
one right way to win in 
Hyperspeed, so subse¬ 
quent games are as chal¬ 
lenging as the first. 

MicroProse 
































Imperium 

/ mperium is some¬ 
thing of a throw¬ 
back, eschewing 
color as well as ani¬ 
mation. The entire game 
consists of data screens, 
production schedules, 
charts and stats - all ren¬ 
dered in black and white. 

Imperium is a conquer- 
the-galaxy simulation, but 



Electronic Arts 


with a novel element: "nos¬ 
trum," a drug that bestows 
a 1,000-year lifespan on its 


users. An efficient interface 
makes this massive game 
very playable. Despite its 
very spartan design, 
Imperium has the poten¬ 
tial to become a cult fa¬ 
vorite. 



The Lost Admiral 


T his is a clean and 
straightforward 
strategy war game 
(generic rather 
than historical) that's easy 
to learn and hard to put 
down. As naval com¬ 
mander, you must conquer 
new territory with your 
fleet, and then hold it. 

You can elect to play 


single scenarios, cam¬ 
paigns, and then wars, 
which include large, 
randomly generated 
maps; and you can select 
from 11 difficulty levels. 
Game components in¬ 
clude fuel, ammo, 
weather patterns, and so on. 

QQP 


Murder! 

T he name says it all. 
Whodunnit fans 
should get a kick 


out of this game in which 
you play a Sherlock 
Holmes-type character who 
solves murder myster¬ 
ies. 

There are almost 3 
million cases to solve, 
but each one can be 
tackled in a single sitting. 
An automatic notebook 
logs clues for easy cross¬ 


reference, and the point- 
and-click interface helps 
keep your mind off game 
mechanics and on the case 
at hand. 

U.S. Gold 



MidxNinter 

T his strategy war 
game takes place in 
2099 A.D., during 
an Ice Age that re¬ 
sulted when a giant mete¬ 
orite collided with Earth. 
As commander of the Peace 
Force of Midwinter Isle, you 
must organize a guerilla- 
type resistance to stop an 
invasion which threatens to 



wipe out the few remain¬ 
ing pockets of civilization. 


Achieving victory is 
very difficult, but play¬ 
ers who can handle the 
frustration will be re¬ 
warded with a unique 
and graphically beauti¬ 
ful gaming experience. 

MicroPlay 



























Mission Impossible 


B ased on the TV se¬ 
ries, this game 
combines adven¬ 
ture, role-playing, 
and arcade action. After 
assignments arrive, the 
player must choose the right 
agents based on talents and 
character attributes to un¬ 
cover a series of fatal acci¬ 
dents involving political 



figures. 

Mapping is used 
throughout the city as the 


player investigates every¬ 
thing from warehouses to 
malls, and props like those 
used in the show — com¬ 
puters, wire taps, hidden 
microphones, disguises, 
lockpicks, etc. — are key 
items throughout. 

Konami 


Overlord 

O verlord is a recent 
entry in a long 
line of computer 
games designed 
to appeal to the megaloma¬ 
niac in us all. You must 
conquer four planetary 
systems in order to insure 
the safety of your current 
galactic holdings. 

You move through 



each system, coloniz¬ 
ing, developing, and 
defending each planet, 
while simultaneously 
assuring the well-being 
of the rest of your em¬ 
pire. This is a huge 
game, but the manual 
makes it manageable (al¬ 
though no easier to win) for 
even a novice. 


Virgin Games 


The Perfect General 


L ike The Lost Admiral 
(see above), this 
strategy war game 
is easy to play and 
difficult to put down. It's a 
two-player conflict (you 
play against the computer 
or a human opponent) in 
which each side buys game 
pieces (infantry, artillery, 
mines, etc.) at the start of 


play. 

The goal is to cap¬ 
ture territory and hold 
it. The game is open- 
ended enough to let 
players recreate most 
real-life tactical and 
strategic battle situa¬ 
tions. 



QQP 


Powermonger 


T hough not a sequel 
to Populous, this 
game was created 
by the same design 
group and has a similar 
look, layout, and fascinat¬ 
ing effect. This time you 
play a dispossessed king 
out to conquer the world. 

Starting with a captain 
and a small band of fol- 



Electronic Arts 


lowers, you begin subdu¬ 
ing villages, forming alli¬ 
ances, acquiring weapons. 


and fighting off rival in¬ 
vaders. You must keep your 
army fed and contend with 
the forces of nature that 
slow your marches. 

































Riders of Rohan 


B ased on themes 
from J.R.R. Tol¬ 
kien's Lord of the 
Rings trilogy, this 
game combines fantasy 
role-playing, arcade action, 
and tactical war gaming. 
The player commands the 
elite cavalry of Rohan as 
the Riders battle to save 
their land and rescue the 


Hobbits. 



Arcade sequences 
include one-on-one du¬ 
els with Ores and 
Dundelings, and the 
strategy component — 
a major part of the game 
— incorporates a full- 
scale war game system. 

Konami 



Rules of Engagement 


I n the twenty-fourth 
century, the Federated 
Worlds are in need of a 
bigger and better space 
fleet to continue explora¬ 
tion, fight aliens, suppress 
rebellion, and defend 
against a hostile empire. 

As fleet commander, 
you've got your work cut 
out. The game includes 


more than 20 detailed 
missions and a mission 
builder from which you 
can build ships, and cre¬ 
ate aliens and new star 
systems. The game also 
includes the proprietary 
Interlocking Game Sys¬ 
tem for use with Breach 2. 


Mindcraft 


Strategic Forces 


T in this two-player 
war game, you com¬ 
mand infantry, 
cavalry, and ar- 
tillery in a chesslike llii 
game of battle strategy LJ 
against your opponent. 

The large battlefield has 
forests, lakes, rivers, ■■ 
plains, bridges, and 
roadways. HH 



forcements, and even grave 
markers — are optional. 
Strategic Forces comes with 
16 pre-set battle configura¬ 
tions, but you can also cre¬ 
ate your own and save them 
for future play. 


Ninga 


Team Yankee 

earn Yankee is 
based on the best 
selling book of the 
same name, and is 
a well-intentioned simula¬ 
tion of tank warfare. Using 
a "quadrant mode screen," 
you're able to simulta¬ 
neously control four ar¬ 
mored platoons—an excit¬ 
ing possibhty. 


But Team Yankee has 
some problems. The graph¬ 
ics are ho-hum, there are 
several technical inaccura¬ 
cies, and the program could 
crash in the middle of battle. 
Until improvements are 
made. Team Yankee cannot 
be recommended. 

ReadySoft 





































Spacewrecket 

i 

, 

his adventure be- 
1 gins when the 

1 Commander of the 

Regal Eleet Elag- 
ship sends an S.O.S. A de¬ 
fective light-speed jump 
moved the fleet too close to 
a Wolf-Raert star in the 
process of going nova. The 
fleet is now immersed in 
radiation fields, and alien 


life forms are threatening. 

The player must reach 


Strike Commander 



A fter an economic 
collapse on April 
24, 2004, the 
United States be¬ 
gins breaking up into sepa¬ 
rate nations and major cor¬ 
porations start declaring 
their independence. The 
U.S. becomes a battle¬ 
ground for terrorists, mer¬ 
cenaries, and aggressive tax 


auditors. Into this 
chaos flies the 
Wildcat Squadron 
— mercenary pi¬ 
lots in jet fighters. 

Strike Com¬ 
mander goes be¬ 
yond the award-winning 
graphics in Wing Com¬ 
mander by using a new 
system of bitmapping and 


multiple camera angles. 
(See cover story.) 

Origin 


The Terminator 


H ot on the heels of 
the biggest movie 
hit of the summer 



comes The Terminator. The 
plot is the same as in the 
first Terminator movie, with 
you assuming the role of 
either Kyle Reese or the 
Terminator. 

The interface is ad¬ 
equate and does a good job 
of recreating the action in 
the movie, but the graphics 
leave a lot to be desired. 


And the animation moves 
at a snail's pace on a 286 or 
or slower computer. 

Bethesda Softworks 


Ultrabots Sanction: Earth 


B illed as a "futuris¬ 
tic techno-thriller," 
Ultrabots combines 
elements of several 
different game categories, 
including simulation, sci¬ 
ence fiction, strategic con¬ 
quest, and combat adven¬ 
ture. It takes place 85 years 
in the future, when a huge 
spacecraft full of hibernat¬ 


ing aliens arrives to colo¬ 
nize Earth. 



Gigantic machines 
called Ultrabots begin 
eradicating all human life. 
Earth's defenses are totally 
devastated, and the only 
hope is a force of captured 
Ultrabots now under hu¬ 
man control. 

Data East 




























Wing Commander II: 
Vengeance of the Kilrathi 


B The original Wing 
Commander was 
one of the biggest 
computer-game 
hits of 1990 and established 
a new standard for combat 
flight simulators. This se¬ 
quel carries the cinematic 
action of its predecessor still 
further. 



As the crack pilot of a 
futuristic starfighter, you go 


into battle against the most 
dangerous foes in the gal¬ 
axy, the merciless Kilrathi. 
Wing Commander II offers a 
new assortment of ships, 
new characters (as well as 
some from the original 
game), and more combat 
missions. 

Origin 


Xenocide 


T his blend of arcade 
action, strategy, 
and puzzle-solving 
is set in outer space. 



where the alien Xeno- 
morphs occupy the three 
moons orbiting the player's 
home planet. Each of the 
three moons sports four 
levels of play, and each level 
has a unique scenario and 
set of puzzles. 

Xenocide features three 
viewing angles (overhead, 
three-dimensional, and 


profile) that the player can 
select. The earlier Apple 
version was highly ac¬ 
claimed for its scrolling and 
animation. 

Micro Revelations 


COMING SOON... 


Armada 2525 — Interstel 
Armour-Gedden — Psygnosis 
A.T.A.C. — MicroPlay 
Battle Command — Ocean 
Eye of the Storm — Readysoft 
Mantis — Paragon 

Millenium: Return to Earth — Paragon 
Operation Combat — Merit 



Battle Command 
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All titles listed include 
games released between 
January 1331 and De¬ 
cember 1331. Games 
slated for early 1332 
release are not included. 

Access 

4910 W. Amelia Earhart 
Dr. 

Salt Lake City, UT 84116 
Links Course Disks 
Martian Memorandum 


Accolade 

500 S. Winchester Blvd. 

San Jose, CA 95128 
Elvira II: The Jaws of 
Cerberus 

Grand Prix Unlimited 
Hoverforce 

Jack Nicklaus Presents 
the Major Courses of 
the U.S. Open 
Jack Nicklaus Presents 
the Major Champi 
onship Courses of- 
1991 

Les Manley in: Lost in 
LA. 

Mike Ditka Ultimate 
Football 
Winter Festival 


Bethesda Softworks 
15235 Shady Grove Rd. 
Suite 100 

Rockville, MD 20850 
Franchise Football 
League Fantasy 
Football 

NCAA Basketball: Road 
to the Final Four 
The Terminator 
Wayne Gretzky 
Hockey 2 


Britannica Software 
345 Fourth St. 


San Francisco, CA 94107 
The Berenstain Bears 
Essentials, Volume 1 
The Berenstain Bears 
Fun With Numbers 
The Berenstain Bears 
Learn About Letters 
Junior Jigsaw and the 
Berenstain Bears 
Learn About Counting 
Revolution '76, Version 
2.0 

Turbo Math 


Broderbund 
17 Paul Dr. 

San Rafael, CA 94903 
The Ancient Art of War 
in the Skies 
Patton Strikes Back 
Playmaker Football 
The Treehouse 
Where in America’s Past 
Is Carmen Sandiego? 


California Dreams 
130 Knowles Dr. 

Los Gatos, CA 95030 
Street Rod II: The Next 
Generation 


Capstone 
14160 S.W. 139 Ct. 
Miami, FL 33186 
Bridge Baron 
Home Alone 
Lotto Gold 
Super Car Pak 
The Taking of Beverly 
Hills 

Trump Castle II 


Cinemaware 

4165 Thousand Oaks Blvd. 
Westlake Village, CA 
91362 

Air Strike USA 


Data East 

1850 Little Orchard St. 

San Jose, CA 95125 
ABC Wide World of 
Sports Boxing 
Battlefield 2000 
Bo Jackson Baseball 
Continuum 

The Dream Team: 3 on 3 
Challenge 
Ultrabots Sanction: 
Earth 


Davidson & Associates 
3135 Kashiwa St. 
Torrance, CA 90505 

Headline Harry and the 
Great Paper Race 
New Math Blaster Plus 
What’s My Angle? 


DigiTek Software 
8910 N. Dale Mabry 
Tampa, FL 33614 
Big BusineSs 
Dim Wars 
Tie-Break Tennis 


Disney Software 
500 S. Buena Vista St. 
Burbank, CA 91521 
Arachnophobia 
Dick Tracy 
Hare Raising Havoc 
The Rocketeer 


Dynamix 
99 W. 10th St. 

Suite 337 
Eugene, OR 97401 
A-10 Tank Killer 1.5 
Aces of the Pacific 
The Adventures of Willy 
Beamish 
Heart of China 
Nova 9 


Electronic Arts 
1820 Gateway Dr. 

San Mateo, CA 94404 
Chuck Yeager’s Air 
Combat 

Earl Weaver Baseball II 
Imperium 

Mario Andretti’s Racing 
Challenge 
Powermonger 


Epyx 

600 Galveston Dr. 
Redwood City, CA 94063 
California Games II 
Chip’s Challenge 


First Byte 
Clauset Centre 
3100 S. Harbor Blvd. 
Suite 150 

Santa Ana, CA 92704 
Eco-Saurus 


GameTek 
2999 N.E. 191 St. 

Suite 800 

N. Miami Beach, FL 33180 
Prophecy I: The Viking 
Child 

Super Jeopardy 
Wheel of Fortune 


Hi Tech Expressions 
584 Broadway 
Suite 509 

New York, NY 10012 
Daffy Duck, P.L: 

The Case of the 
Missing Letters 
Gremlins II: The New 
Batch 
Mega Man 
Ninja Gaiden 
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Interplay 
3710 S. Susan #100 
Santa Ana, CA 92704 
The Bard's Tale 
Construction Kit 
Castles 
Lexi-Cross 
Lord of the Rings, 

Volume II: The Two 
Towers 

Star Trek: The 25th 
Anniversary 


Interstel 

17217 El Camino Real 
Houston, TX 77058 
Armada 2525 
Dusk of the Gods 
Utah Beach 


Koei 

1350 Bayshore Hwy. 
Suite 3540 

Burlingame, CA 94010 
L'Empereur 
Romance of the Three 
Kingdoms II 
Uncharted Waters 


Konami 

900 Deerfield Pkwy. 

Buffalo Grove, IL 60089 
Back to the Future III 
Bart Simpson's House of 
Weirdness 

Bill Elliott's NASCAR 
Challenge 
Bloodwych 
Cadaver 
Champions 
Killing Cloud 
Mission Impossible 
Predator 2 
Riders of Rohan 
Rollerbabes 
Spacewrecked 
Speedball 2 


Team Suzuki 
Teenage Mutant Ninja 
Turtles: 

The Adventure 
Teenage Mutant Ninja 
Turtles: The Arcade 
Game 

Theme Park Mystery 
Top Gun 2 


Lawrence Productions 
1800 S. 35th St. 

Galesburg, MI 49053-9687 
McGee at the Fun Fair 
Nigel's World 


The Learning Company 
6493 Kaiser Dr. 

Fremont, CA 94555 
Operation Neptune 
Reader Rabbit 2 


Legend Entertainment 
14200 Park Meadow Dr. 
Chantilly, VA 22021 
Spellcasting 201: The 
Sorcerer's Appliance 
Timequest 


Lucasfilm Games 
P.O. Box 2009 
San Rafael, CA 94912 
Indiana Jones and the 
Fate of Atlantis 
Monkey Island II: 

LeChuck's Revenge 
Secret Weapons of the 
Luftwaffe 


Maxis Software 
Two Theatre Square 
Suite 230 
Orinda,CA 94563 
SimAnt 
SimEarth 


Merit Software 
13635 Gamma Rd. 

Dallas, TX 75244 
Inspector Gadget 
Medieval Warriors 
The Never Ending Story 
II 

Operation Combat 
Over the Net 
Super Mario: 

When I Grow Up 


Micro Revelations 
P.O. Box 70430 
Reno, NV 89570 
Xenocide 


MicroLeague Sports 
2201 Drummond Plaza 
Newark, DE 19711 

MicroLeague Baseball 
MicroLeague Basketball: 
The Coach's 
Challenge 
Personal Pro 
MicroLeague Football: 
Deluxe Edition 


MicroPlay 
180 Lakefront Dr. 

Hunt VaUey, MD 21030 
A.T.A.C. 

Elite Plus 
Flames of Freedom 
Midwinter 


MicroProse 
180 Lakefront Dr. 

Hunt Valley, MD 21030 
Civilization 
Covert Action 
F-117A Stealth Fighter 
2.0 

F-15 Strike Eagle II 
Scenario Disk — 
Operation Desert 
Storm 


Gunship 2000 
Hyperspeed 


Mindcraft 
2341 205th St. 

Suite 102 

Torrance, CA 90501 
Breach 2 

The Magic Candle 2: 

The Four and Forty 
Rules of Engagement 


New World Computing 
20301 Ventura Blvd. 

#200 

Woodland Hills, CA 91364 
Might & Magic III: 

Isles of Terra 
Planet's Edge 


Ninga 

#330 

736 8 Ave. S.W. 
Calgary, AB 
Canada T2P 1H4 
Civil War 
Strategic Forces 
World Champion 
Backgammon 
World Champion 
Cribbage 


Ocean of America 
1855 O'Toole Ave. 
Suite D-102 
San Jose, CA 95131 
Battle Command 
F-29 Retaliator 
The Lost Patrol 


Origin 

110 Wild Basin Rd. 
Suite 330 
Austin, TX 78746 
Martian Dreams 
Strike Commander 
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Ultima VII: 

The Black Gate 
Wing Commander II: 
Vengeance of the 
Kilrathi 


Paragon 
600 Rugh St. 

Suite A 

Greensburg, PA 15601 
The Amazing 
Spider-Man 
Mantis 

Megatraveller II: Quest 
for the Ancients 
Millenium: Return to 
Earth 
Troika 

Twilight 2000 
X-MenII:TheFallofthe 
Mutants 


PC Globe 
4700 S. McClintock 
Tempe, AZ 85282 
GeoJigsaw 


Psygnosis 
29 St. Mary's Ct. 
Brookline, MA 02146 
Armor-Gedden 
Lemmings 
Obitus 


QQP 

1046 River Ave. 
Flemington, NJ 08822 
The Lost Admiral 
The Perfect General 


ReadySoft 
30 Wertheim Ct. 
Richmond Hill, ON 
Canada L4B 1B9 

Dragon's Lair: Escape 
from Singe's Castle 


Eye of the Storm 
Guy Spy 

Sleeping Gods Lie 
Space Ace II: 

Borf's Revenge 
Team Yankee 
Volfied 

Wrath of the Demon 


Sierra On-Line 
P.O. Box 485 
Coarsegold, CA 93614 
Castle of Dr. Brain 
Conquests of the Long 
Bow: The Legend of 
Robin Hood 
EcoQuest I: The Search 
for Cetus 

Hoyle Book of Games, 
Vol.3 

Leisure Suit Larry 5: 
Passionate Patty 
Does a Little 
Undercover Work 
Mixed-Up Fairy Tales 
Police Quest III: 

The Kindred 
Space Quest IV 
Zeliard 


Sir-Tech Software 
P.O. Box 245 
Charlestown Mall 
Odgensburg, NY 13669 
Wizardry: Crusaders of 
the Dark Savant 


The Software Toolworks 
60 Leveroni Ct. 

Novato, CA 94949 
Chessmaster 2400 
DjGeneration 
The Immortal 
Life & Death II 


Spectrum HoloByte 
2061 Challenger Dr. 


Alameda, CA 94501 
Crisis in the Kremlin 
Falcon 3.0 
Race Drivin’ 

Super Tetris 
Wordtris 


SSI 

675 Almanor Ave. 

Suite 201 

Sunnyvale, CA 94086 
Conflict: Middle East 
Death Knights ofKrynn 
Eye of the Beholder 
Gateway to the Savage 
Frontier 
Medieval Lords 
No Greater Glory 
Pools of Darkness 
Shadow Sorcerer 
Tony LaRussa's Ulti¬ 
mate Baseball 
Western Front 


Symtus 
P.O. Box 912 
Palacois, TX 77465 
Cybergenic Ranger 


Three-Sixty 
2105 S. Bascom Ave. 
Suite 380 

Campbell, CA 95008 
Armor Alley 
Megafortress: Flight of 
the Old Dog 


Toyogo 
P.O. Box 25460 
Honolulu, HI 96825 
Nemesis 


Ubi Soft 

1820 Gateway Drive 
San Mateo, CA 94404 
B.A.T. 
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Battle Isle 
Light Quest 
Pick 'N' Pile 
Pro Tennis Tour 2 
Starush 


U.S. Gold 

650 S. Winchester Blvd. 
San Jose, CA 95128 
Cybercon III 
The Godfather: 

The Action Game 
The Gold of the Aztecs 
Murder! 

Rotox 

Vaxine 

World Class Soccer 


Velocity 
Box 875 

Palatine, IL 60068-0875 
JetFighter II 


Villa Crespo Software 
1725 McGovern St. 
Highland Park, IL 80035 
Amarillo Slim: 

Dealer's Choice 
Stanford Wong's Video 
Poker 


Virgin Games (formerly 
Virgin Mastertronic) 

711 W. 17th St. 

Unit 9G 

Costa Mesa, CA 92627 
Conan the Cimmerian 
Corporation 
Home Casino 
Overlord 
Shuttle 
Thunderhawk 
Vengeance of Excalibur 










Last year, ORIGIN defined the 
state of the art in computer games 

Now, we're doing it all over again. 


jSmORIGIH 


All new graphics - the latest advances in 3-D technology! 

Dynamic Intelligence ' - the better you fly, the better your foes fly! 

Totally new challenges - including bombers, tailguns and more! 

Instant replay - get an audience-eye view of the action!' * 

Digitized speech - unique voices for every character!* 

Cinematic storytelling - you're the star in a whole new story! 

Available in retail stores or call: 1 -800-999-4939 for Visa/Mastercard orders. 












mEMRE TO 
SWERTAj/Vi 


Ocean brings you waves of ex^t^ent with three n^ action packjjjjf 


WAVE 1- BATTLE 
COMMAND 

Prepare for futuristic confrontation. 
Armed with the most advanced 
weaponry, you command a "Mauler" 
assault tank through 16 missions in 
the ultra war of the new world. 

Stealth Choppers airlift your elite 
vehicle in and out of hostile territories 
in this alternative reality of the future. 


WAVE 2- LOST PATROL 

Shot down over the Ho Chi Minh 
Trail, seven survivors lost behind 
enemy lines must contend with booby 
traps, night raids and the threat of 
guerillas. As the commander of this 
war tom platoon, it's your job to keep 
up morale while dealing with a 
psycho soldier in the outfit. Will you 
ever get out alive? 


WAVE 3- F29 
RETALIATOR 

So you want to be a pilot. Well this 
game happens to offer the ultimate in 
flight simulation. You have the 
option of two aircraft and four intense 
battle environments with dozens of 
tactical missions. When you climb 
into the cockpit complete with live 
radar and displays, your'e ready to 
unleash your arsenal of sophisticated 
weaponry. 

ELECTRONIC ARTS (distributor) 
1820 Gateway Drive 
San Mateo, CA 94402-2497 
800-245-4525 


OCEAN OF AMERICA 
1855 O'Toole Avenue 
Suite D-102 
San Jose, CA 95131 


oceen 


Battle Command, Lost Partrol and F29 are available for play on the IBM PC, AMIGA and ATARI ST. 
O Copyright 1991 Ocean Software Limited 







ORIGIN presents A CHRIS ROBERTS PROC^aiON 


Starring YOU as "The Hero", Cmdr. JAMES STERN, BILLY PARKER as "Primetime", JANET PAGE and JEAN-PAUL PRIDEAUX as 'The Jackal' 
Interactive Cinema by BILL BALDWIN, THOMAS BLOM, REY CASTRO, TODD HARTMAN, PAUL ISAAC, 

CHRIS ROBERTS, FRANK SAVAGE, JOHN TAYLOR, JASON TEMPLEMAN Graphic Director DENIS LOUBET 
Visual Effects by CHRIS DOUGIAS, DANNY GARRETT, CRAIG HALVERSON, BRUCE LEMONS, JAKE RODGERS 
Audio Director MARTIN GALWAY Music by DANA GLOVER, NENAD VUGRINEC Sound Effects by NENAD VUGRINEC 
Technical Design Assistants JOEL MANNERS, ERIN ROBERTS, KIRK WINTERROWD Screenplay by G.P. AUSTIN 
Executive Producer DALLAS SNELL Associate Producer ALAN GARDNER Produced and Directed by CHRIS ROBERTS 
Available in Retail Stores or call 1 '800-999-4939 for Visa/MC Orders . ,, 

THE ASSAULT BEGINS CHRISTMAS 1991 ZJ 

ORIGIN, We Create Worlds, tfie distinctive ORIGIN logo, and Strike Commbnder ore trademarks of ORIGIN Systems, Inc. © 1991 ORIGIN Systems, Inc. 









Is made from these scans* nor do we offer anything 
avaitat^ie from the Publishers themselves. 


v)ss anyone ^eTiihg releases from 

,-nd do'let us know. 


Our goal is to preserve classic video game magazines so that 
they are not lost Permanently. 


People interested in helping out in any capacity. 
I Please visit us at www.retromags.com. 


Thank you! 



